"ee INSII DE! 
Blood, Guts & Core 


dp k 
Across The Galaxy 


Victory!” 
1 TEM, World: Conquest 
$5.00 


OUT TIME DAYS 


Out Time Days is a Play-By-Mail game of 
life on a strange world. Emphasizing role- 
playing and inter-player communication, 
OTD is a game for those who like to join 
with other players around the world in fig- 
uring out puzzles, creating working 
economies, exploring large sections of 
worlds, undertaking or tracking criminal 
activities, or fielding capable armies. The 
worlds explored are living, vibrant locales 
that will change through your character's 
actions. 


With the ability to journey in many eras 
(you'll start in a medieval-like location), 
you'll enjoy adapting to new sets of abilities 
and restraints or you can focus on a single 
place and become well established. OTD is 
a combination Science Fiction-Fantasy 
game. It is 99% computer moderated to 
insure fairness, and 1% GM moderated to 
allow for creativity. A maximum of 1 tum 
per week is allowed. Cost per turn is $5.00. 
The game is open-ended with each new 
character playing a vital role. A special 
Startup is available if you mention this ad. 
Receive a rulebook, startup turn and 5 turns 
for just $5.00 (a $35.00 value!). 


Dependable, weekly, error-free turns 
since 1984 


Wanna try a tactical space game? 
Then ask for information on 
DEATH BY STARLIGHT 


To sign up or for more information write to: 
Twin Engine Gaming, 3254 Maple Leaf Ct., San Jose, CA 95121 
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Paper Mayhem is published bimonthly by the Paper 
Mayhem Association. The mailing address for Paper 
Mayhem is 1518 Adams Street, Ottawa, IL 61350-4770. 
The phones are 815-434-1929 and 815-433-2047 with 
calls accepted between 6p.m. - 9p.m. Central time only. 
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Where We're Heading... 


I am still fighting to get the dead- 
lines back to normal. Still running 
about a month behind. Many of you do 
become concerned when you don't re- 
ceived your copy of Paper Mayhem in 
time. Just rest easy, you'll still receive 
it. The big goal for this summer is to 
streamline things a bit more and get 
things back to normal. 

This issue is a bit light. I need some 
more participation from the readers. 


COMPANY 
1 Llucky Llama Games 
2 Entertainment Plus More, Inc. 
3 Brass Dragon Games 
4 Prime Time Simulations 
5 Advanced Gaming Enterprises 
6 Grandel Inc. 
7 Gamers Den 
8 Rolling Thunder Games, Inc. 
9 Agents of Gaming 
10 Graaf Simulations 
11 Battle-Magic Gaming 
12 Flying Buffalo Inc 
13 Deltax Gaming 
14 Maelstrom Games 
15 Midnight Games 
16 Game Systems Inc 
17 JFH Games 
18 Pegasus Productions 
19 Distant Vistas 
20 Coconut Council, Inc. 
21 Marguerite Dias 
22 Eclipse Entertainment 
23 Reality Simulations Inc 
24 Adventures By Mail 
25 Twin Engine Gaming 
26 7th Dimension Gaming 
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PBM COMPANY RATINGS 


AS OF 5/18/96 


The PBM Company ratings are ratings on the service of PBM companies sent to us by readers and other 
PBM gamers. The companies are rated on a scale of 1 to 9 with 1 being the lowest and 9 being the highest 
ratings. Companies are listed have a minimum of 10 responses. Things to consider when rating the 
companies are dependability, quickness of service, how well they handle player questions, how well they 
keep their players informed, and how well they adapt to player needs. You can update your rating 
periodically, just send in another rating sheet and we will update your rating file. 


Paper Mayhem is not a large publica- 
tion with the only staff being myself and 
my wife Elaine. We rely on you to help 
report on what is going on by either 
writing an article or even just dropping 
us a note on how things are going with 
the games you are playing. 

There are a few articles that I have 
just received, but to put them in this 
issue would push it back even further 
than it already is. For now this issue is 


RESPONSE 


RATING 


8.208 25 
7.985 33 
7.892 13 
7.852 27 
7.803 38 
7.694 18 
7.562 13 
7.553 47 
7.539 13 
7.513 39 
7.482 27 
7.437 57 
7.375 16 
7.143 21 
7.081 59 
6.860 50 
6.790 19 
6.647 17 
6.536 14 
6.471 17 
6.000 25 
5.771 24 
5.138 58 
4.974 38 
4.958 12 
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a bit smaller, but the next one will be 
back up. There will be PBMer's at 
PBMCon, I will try convincing a few 
people to try there hand at writing. 

Returned letters were received from 
the post office from a couple of PBM 
companies that had moved and left no 
forwarding address. The companies 
are Synchronicity and Tri-J Commu- 
nications. If any of you have heard 
their new address or know if they are 
just simply out of business, please let 
me know. 

Just received a late e-mail message 
from Mike Childress of Sudden Asy- 
lum. He will be shutting down Sudden 
Asylum and will not be running or 
selling SpyKor in the foreseeable fu- 
ture. Players are currently having their 
accounts refunded. We wish Mike luck 
in his future endeavors and hopes he 
comes back sometime in the future. 

I have also received a note from 
another PBM moderator saying that they 
too may be shutting down. Has PBM 
gaming started a decline? Are there so 
many other forms of entertainment that 
PBM gaming is has fallen to the way- 
side? Are there just us diehards that 
want to see PBM gaming continue? I 
would like some of your opinions on 
this subject. What can we do to turn 
things around again? 

In this issue we have articles on 
Victory!, Blood, Guts & Gore Across 
The Galaxy, Westworld, Thunder At 
Sea and World Conquest. Even though 
this issue is small, we still have a vari- 
ety. In the next issue we will have 
Forgotten Realms, Land of Karrus and 
The World of Denagda. Maybe we will 
receive and article or two from one of 
you for the next issue! 

Inside is also our latest ratings sheet, 
please take time to fill one out and send 
it back to us. You can even copy it and 
give it to one of your friends! The more 
responses we receive, the better! 

Hope to see some of you at GenCon 
this August. Stop by our both and visit 


with us. 


David Webber 
Editor 


“My troops are rather 
nervous as we begin our 
march into the Ubiquitous 
Jungle. | had prepared 
them as best! could. All 
elves are outfitted with 
bows and chain mail, and 
their leader is highly 
trained. | feel we havea 
pretty good chance of 
victory. Spies report a 
smallish militia of ogres 
prepared to defend the 
province. My greatest fear 
is that the enemy leader 
might anticipate an attack 
by elves and send ina 
force of trolls instead. That 
could prove disastrous.” 
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Other great games available from Llucky Llama: 


Phoenix - an exciting strategic space combat game. Use 
the turn forecaster for error-free turns. 


Odyssey - the brand new epic fantasy game with a 


campaign feel. The first module Heroes’ Quest is 
available now for postal play. 


Adventurer Kings - the classic role-playing game of 
fantasy warfare with many paths to glory 


Krahlizek - the straightforward game system offers ease 
of play in this elegant strategic wargame 


Call or write for free information. 


E Windows users can take 
advantage of the battle 
simulator utility 
& Six races of beings each 
of which has a natural 
superiority over another 
Find interesting and useful 
magic items and cast two 
dozen different spells 
& Personalized laser-printed 
maps with every turn 
E Submit an unlimited 
number of orders for no 
additional cost 
& $5.50/turn or $4.50 by 
email; rules and startup are 
$7.50; battle simulator is free 
with a 3.5" diskette 


pa, @ How DoT Sign Unt |i 


Call now for more information on 
any of our fine games. Personal, 
friendly service is assured. 


Liucky LLAMA GAMES 


80-Q N. Cabrillo Hwy. #226-P 
Half Moon Bay, CA 94019-1667 
phone: 415/712-0283 fax: 415/712-0284 


internet: llucky@crl.com CIS: 74044.325 
AOL: LLUCKYL 


You Rule! ©1994 Llucky Llama Games © Phoenix ©1988 Garrett, Goodman, and Woods © Odyssey ©1995 Gamer's Den 
Adventurer Kings ©1988 Ark Royal Games © Krahlizek ©1994 Aggressive Addiction Games © You Rule! logo by Ken Mitchell 


THE CONTRADICTIONS, 
FALLACIES & DRAWBACKS 


I have been playing in Rolling Thunder’s 
Victory! for about four years. While I have 
always felt that this game is one of the finest 
on the market today, I have explored the 
various combat routines of the game and 
have noticed some serious discrepancies 
where game play deviates from the World 
War II format that Victory! tries to maintain. 

The first of my gripes with Victory! 
concerns the air routines. Victory! allows a 
player to build a very large airforce in a 
matter of months (all players start out with no 
airforce) and if players survive to the middle 
of the game (Tech Period 40) and later then 
they will have an airforce so large, that they 
can destroy 50 level airbases in a single turn. 
They do this by launching multiple airstrikes 
on a single target hex to destroy whatever 
aircraft are based there. Now since Victory! 


participate in. 


Dept PM 


US Subscriptions: 
Single issue $5.00 
1 year $24.00 
2 years $42.00 
3 years $58.50 


reer to Australia 
{International Money Order in US funds. 
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"The Informative PBM Magazine~ 
Do you know what PBM (Play-By-Mail) gaming is? If you don’t, we 
can help you explore the world of PBM gaming. Paper Mayhem has 
been leading the way for over 11 years by informing people about PBM 


gaming. Articles, reviews, biographies and more fill eac 
mention the ratings of PBM games and companies that our readers 


Paper Mayhem has been improving with the ever expanding hobby 
of PBM gaming since 1983. Each bimonthly issue brings you the latest 
on PBM news. So why delay and miss out on all the fun? Read Paper 
Mayhem and take advantage of PBM gaming today! 


Send subscriptions to: 
PAPER MAYHEM 


1518 Adams Street 
Ottawa, IL 61350-4770 


Also available; 
The Journal of the 
PBM Gamer for $4.00 
$6.00 for overseas 
orders 


FOREIGN SUBSCRIPTIONS: 1 year Canada $31.00; 
$57.00. All Subscriptions to PAPER 


S funds and drawn from US banks. Foreign su 


OF THE GAME 


OF VICTORY! 


By Allen G. Viduka 


only allows a 99 level airbase in a hex, it 
becomes very costly to maintain an airbase 
and the aircraft based there when you come 
under attack. Fighters, the element that won 
the air war in World War II, are considered 
in Victory! no more than overrated bombers. 
When they come up against bombers, they 
only shoot down between six and fifteen 
aircraft (usually less than ten). This means 
that in the one month (one turn) of game play, 
a group of 80 fighters will likely shoot down 
six to ten Ju-88-A4’s while the Ju-88’s will 
shoot down between 2 and 4 aircraft. I speak 
from experience when I say no matter how 
many fighters you have defending an airbase, 
you will never turn back a full air division 
composed of bombers. They will take 
damage, but will never reach their retreat 
percentage. The bombers will get through to 


issue. Not to 


1 year to Europe $51.00; a 
MAYHEM are to be paid in 
bscriptions are asked to use 


their targets and will deliver a devastating 
blow on any airbase or ground unit they come 
upon. 

The flip side of this condition is that 
bombers can never escape interception by 
flying at their maximum altitude. Regardless 
of how high they fly, they can (and usually 
are) intercepted by fighters on Fighter Cover 
or Interception missions. This is a definite 
deviation from World War II where aircraft 
could drop bombs at a very high altitude, to 
prevent Interceptors from rising to attack 
them in time. In Victory!, no matter what 
altitude the fighters attack at, they always do 
their maximum damage to the attacking 
bombers. 

Another deviation in the air routines of 
Victory! from World War II is the 
contradiction that Victory! allows in the 
fighter routines. What I’m saying is that a 
group of fighters always get off the ground in 
full strength to intercept approaching 
aircraft, however, after the mission, they 
return and receive additional losses, by the 
bombing of the airbase they were operating 
out of. Now while this may take into account 
crash landings of aircraft back at the base, 
what the air routines never take into account 
is the true World War II ability of fighter 
aircraft to menace bombers, especially 
unescorted ones. One proposal to solve this 
problem is to cut in half the retreat ratios of 
the attacking aircraft when they are 
unescorted (say from 25% to 12%). 

The most worthless unit I have found in 
Victory! is the Anti-Aircraft component. 
Victory! allows a player to build Flak unit 
battalions in any of the provinces they own on 
the board. Usually, LAA (Light Anti 
Aircraft) flak is built around airbases to 
hinder attacking aircraft on their missions, 
To give you an example of how effective flak 
is in deterring an airbase attack, I once built 
3000 factors (20 turns worth) of flak to 
protect an airbase. 1500 aircraft came over 
to bomb the airbase, my flak shot down a 
whole 38 aircraft out of 1500. What this 
means for game mechanics is that LAA will 
always shoot down a certain number of 
aircraft regardless of whether you are being 
attacked by 200 aircraft or 2000. LAA flak 
costs a lot of money to build in numbers, and 


ICTORY! 


"The Battle For Europe" 


paser 


Set in the European theatre of war and utilizing WW II era units, Victory! The Battle For Europe combines both strategic & 
tactical planning with a healthy dose of logistics and a fantastic level of detail to create a wargame of unparalleled intensity and depth. 
Nearly 700 different units are available, ranging from the American P-36C Hawk fighter of late 1939 to the German Me-262A-1 
Schwalbe jet-fighter of mid-1944. Russian T-34Cs, German Panther VDs, British King George V class Battleships and American 
Essex class Fleet Carriers. Just about every piece of equipment that saw action during the war is represented, yet the game is 
surprisingly easy to play. The combat routines are incredibly detailed to take account of small differences in unit capabilities and 
tactics but the computer handles all the ugly work leaving you free to concentrate on strategy. The rules are clear and standardized 
orders are available (over 100 with mission variations) to do everything. If you are a wargamer, you'll love this system. Do you want 
more information?! Send for our FREE information package or, if you've got a computer, get the rules on computer disk for FREE! 
Still not convinced? Here are some additional points to consider... 


> Full-time, professional moderation ensures accurate and timely turn processing throughout the year. We've been in business 
since early 1986 so we know what we're doing and you can count on us to be there, month after month, year after year! 


> 100% computer moderated with 40 players per game. 
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> A massive 110 page rulebook and a 90 page order supplement. 
High-quality, easy to read and everything you need to know to play 
Victory! Also available on computer disk. 


> A high-quality, single-piece 36" x 44" wall map for the Victory! 
operational theatre is available as an optional game aid at the low price 
of $8.00 


> Games start on a regular basis and are available with 15 & 21 day turn cycles. Want something else? Ask about special games. 


> 


> Reasonable prices at only $6.00 per turn sheet (with 30 orders per turn sheet this is only $0.20 per order). No combat charges, no 
monthly status report fees, no newsletter fees. Fixed-duration (73 turn maximum) and reasonable limits on the number of orders that 
can be submitted (i.e. your enemy can't outspend you in this game!) 


> Submit your turns and receive the results via E-mail if you wish. Our THUNDER BBS is available 24 hours a day, 7 days a week 
at no extra charge to those of you with computers & modems. Forget having to mail your turn in 3 to 4 days ahead of time and 
sweating out the arrival of your turn results! Use our BBS to upload your turn the night before it is due and download your results as 
soon as they are available (2 days after the actual processing date to be fair to those without computers). Our THUNDER BBS is also 
a great place to meet other players, exchange information, etc. Turn entry programs, complete rules and newsletters can also be 
downloaded from the BBS, at no charge! We've got two lines so you shouldn't get a busy signal! Call now! 


> A proven game design, in operation for close to three years with well over 70,000 turns processed. Very popular and as close to 
bug-free as you can get! Voted “BEST PBM GAME OF 1994 by PAPER MAYHEM readers! Send for the rules today! You won't 
be sorry. 


Rollin go Thunder Ga mes, Inc. E Send me the rulebook! I've enclosed a check for $15.00 
P.O. Box 1240 


Broomfield, CO 80038-1240 


ts” FREE (x) - Send me the rules on computer disk! l 
have a [ MAC or PC ] computer. 


EP ERER- Sa Ae e eae 
@ (303) 466-8600 (Voice / FAX) & FREE - Send me an information package! 


Ð CompuServe: 71370,2707 9 
® America Online: RTGames 9 
) Internet: rtgames@aol.com P 
D (303) 466-8681 (Thunder BBS) 9 
Set modem to 8-N-] when calling the Thunder BBS. 


Name: 
Address: 


City, State, ZIP: 


does very little to deter a Tactical Airstrike. 
Put this in the monetary terms of World War 
II and you can spend millions of World War 
II era dollars on flak (which should make an 
airbase formidable) and you can never 
prevent a bomber group from doing massive 
damage to your airbases. 

HAA (Heavy Anti Aircraft) flak may also 
be built and it will shoot at aircraft flying 
over a province. However, for the expense 
of building 300 factors (4 turns) of HAA ina 
province, you might get lucky and shoot 
down one aircraft. But of course that also 
depends on the Air Defense rating and speed 
of the invading aircraft. Basically, I feel that 
this unit (LAA/HAA) should be revised to 
shoot down a certain rising percentage, when 
smaller to larger formations attack a target. 

Victory! also has no real defense in the 
larger nations against the Airborne Assault. 
LDB’s (Local Defense Battalions) cost only 
$8 to build with one dollar to maintain them 
every turn afterwards. If you overrun 
nations with more than a handful of 
provinces (more than 20) LDB’s can never be 
built in the numbers to provide a defense 
against Airborne Assaults launched behind 
your lines. The game of Victory! fights on 
the division level and larger nations often 
find themselves getting two or more 
Airborne Assaults dropped on their territory 
in a single turn. They wind up having to 
devote a large number of their troops to 
defending terrain behind the lines by forming 
small “quick reaction” forces. 

A gripe concerning the Army Forces of 
Victory! concerns the fuel situation of large 
division armies (between 10 and 18 
divisions). A force must always keep a close 
eye on the amount of fuel that it is carrying. 
Victory! forces an army that is attacked to 
retreat as one “unit”. You can be short as 
little as ten units of fuel and instead of 
allowing a retreat by most of the force 
(selective divisions), the whole force refuses 
to fight any longer and surrenders. This is 
very unrealistic to the type of battles that 
were often fought in WWII. Units that have 
the same retreat location, and are larger than 
18 Divisions when combined in a retreat, 
will force one of the Armies to “Surrender” 
rather than allowing some of the divisions to 
escape and “continue the fight” later. 

One order that Victory! is in dire need of 
is one for splitting off divisions in a port city 
to board a transport. An order called LGFS 
(Load Group Force Split) would allow 
nations that only have one port city to keep 
some divisions in the city, while other 
Marine type divisions split off to board 
Amphibious ships. Under the current rules, 
if you are going to conduct an Amphibious 
operation, you must have only the troops 
necessary for the operation in the city, 
otherwise the mission cancels. 

My main Naval gripe concerns the 
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position of the United States. If you play US 

or Canada in Victory!, you will never have 

enough oil refineries built in the standard 

game to do the things that “must be done”. 

When I played the United States in an earlier 

game, I found that I used about half my 
available fuel to ship resources such as oil 
and coal to and from the upper islands of 
Canada. I had 100 Oil refineries working for 
me. Midway through the game I decided to 
build 50 of the APA ship called the Bayfield. 
This ship once I built it required 15,000 fuel 
(fully loaded) to make the journey to Europe 
and then come back to pick up more troops. 
Basically, this large fleet spent the war at 
anchorage in the city of Norfolk because I 
could never put aside enough fuel to send it to 
Europe. Other large ships, such as the Queen 
Mary Transport are such fuel hogs and 
prohibitively expensive to build (about 
$2000 for each) that you can never build 
enough of them. 

The Air Anti Shipping combat routines of 
Victory! also need some work. Aircraft are 
allowed to attack ships in groups as large as 
1500 aircraft (one full air division). While 
actual combat during World War II rarely 
recorded several hundred aircraft attacking a 
fleet while at sea, the usual number of 
aircraft in Anti Ship encounters was less than 
50. Victory!’s Naval routines allow these 
large air armadas to attack ships, and large 
numbers of ships are usually damaged by 
their attacks. In contrast, if a player attacks 
in Victory! with a few aircraft (120 or less) he 
is unlikely to damage even a single ship. 
World War II records encounters where 
single aircraft sunk both large and small 
ships. If the aircraft of World War II 
operated in groups of 100 or more, then 
Capital ships such as Carriers and 
Battleships were at risk. The game Victory! 
could be better served by allowing smaller 
numbers of aircraft to inflict more damage on 
enemy shipping. 

Victory! starts every one of the 40 starting 
nations with a Treasury surplus of $25,000. 
This money goes very fast. If you wind up 
fighting a war of attrition with one of your 
neighbors, then you could blow the full 
amount of your treasury within 20 turns just 
by drawing your frontline divisions up to full 

strength after combat. And this is without 
ever building a Navy. If you waste money on 
orders such as RPD (Resource Potential 
Development) or ADP (Agricultural Poten- 
tial Development) you could find yourself 
with a quick deficit, and then your opponent 
could Force Peace on you (a favorite tactic of 
the computer opponent). I also recommend 
that you don’t build up too many rail 
networks unless you seriously have to. The 
money saved can be better invested in your 
army. RP-The resettlement of population is 
also nice, but I don’t think I ever recouped 
the full amount of money I spent on moving 


population around. The main gripe I have 
with the treasury at the start of Victory! is 
that each player is given Tech sheets of 
nearly 100 types of ships he can build during 
the game, and because ships cost so much to 
build (if you want Battleships) you will never 
be able to deploy a great (British Empire) 
type navy. Maybe other people have 
different experiences, however, I believe in a 
strong defense against Airborne and 
Amphibious Assaults, and wind up spending 
a lot of money strengthening my coastal 
defenses as my territory expands. 

I am really depressed by the resource 
production in Victory!. Some of the 
population units that are captured during the 
game will never be put to work. The 
stockpiles of your neighbors may be captured 
to help your production. However, most 
stockpiles run out in the first 20 turns of the 
game. For the next 50, large AIC networks 
of cities run on a large deficit of resources 
(made worse by partisans). In one game of 
Victory!, I had captured nearly all of Africa, 
and had about 400 population units sitting 
idle. The Partisans (which appear in 
occupied nations) can make it impossible to 
maintain rail networks and also prevent large 
resource transfers between stockpiles in your 
occupied territory (territory outside your 
starting country). 

I feel strongly that the nations of Victory! 
can be divided into a couple of categories 
ranging from the barely playable (UAE, 
Iceland) to the extremely well situated 
(Austria, Trans-Jordan). Some nations have 
never had a player complete a game (Syria, 
Germany) while others have been played so 
well (Switzerland, Trans-Jordan) that it is 
hard to measure up to the standard being set. 
The island nations of Victory! are at an 
extreme disadvantage at the start of the game 
because there is only a limited Amphibious 
capability available to them. However, 
when these positions are played, they are 
hard to invade from the continent. 

I have always felt that Victory! is a class 
game of epic proportions that has a unique 
perspective on the history of World War II. 
However, this game still need improvement, 
and I sincerely hope that the RTG staff wil] 
continue to improve their product as Victory! 
celebrates its first decade of game play, 
There are still a few minor things I failed to 
address, but perhaps I'll write about them at 
a later time. Victory! still has the support of 
many veteran players, and the ranks of new 
players joining the game are always growing, 
I hope to continue to be among them as the 


2ist Century approaches. 
For more information on 


contact: 


Victory!, 


Rolling Thunder Games, Inc. 
PO Box 1240 
Broomfield, CO 80038-1240 
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MIDNIGHT GAMES 
INTRODUCES 


The Swords of Pelarn! 
A LEGENDS II MODULE 


Midnight Games continues with the trend of expanding the capabilities of the Legends I] new 
engine, with our newest module, The Swords of Pelarn The module book is the most extensive to 
date, being: over 100 pages long, with a full color map that is larger than any previously supplied 
map. Games can be played by e-mail or paper. 


Features include: 

56 starting races 

4000 NPC characters 

5000 NPC locations and forces 

12 factions 

11 starting religions 

Advances in features for races with flying capabilities 
Astral gates to other worlds/dimensions 
Priest-Mage characters 

Advanced militant levels 

Multiple faction membership 

Leadership functions to get into a faction 
Automated adventure orders 

Political structures for religions 

Restructured trade values and crown production 
Advanced racial unrest-revolts 

Beautiful wall plaques for winners 


And much, much more, giving players infinite possibilities for challenge, power, and adventure! A 
major effort has been made to make the module book even richer in its relevance to play by 
having story lines and adventures that refer to not only the printed text in the module book but 
even to pictorial clues in the artwork throughout the book to answer the hundreds of 
quests/adventures available in the world! 
$25 per book, includes free set up. Set ups in additional games, $10 
Turn prices are as follows: 
Standard 14 day game 
e-mail turns: 14 cents per order, minimum turn charge $5, maximum $2250 
paper turns: .20 cents per order, minimum turn charge $6, maximum $29.00 
Weekly e-mail game has a fixed rate of $6 per turn for the first year, then 
$7.50 for the second year of play. 
Payment can be made by Visa, Mastercard, or American Express 
Midnight Games Phone# 541-772-7872 
PO Box 280 Fax# 541-772-0636 
Medford OR 97501-0019 BBS# 541-857-8537 
Internet: www@mgamescom f 


Paper Wir 


LOSE 


BLOOD, GUTS & GORE 
ACROSS THE GALAXY 


A friend of mine showed me a copy of 
Paper Mayhem #69 and an article written by 
Phil Chenevert about Blood, Guts & Gore 
Across the Galaxy, or BBG. My friend and I 
joined game 2 and launched ourselves into 
the world of PBM. The article was about 
how Phil had bungled this empire and what 
mistakes to avoid. As one of the top three 
players in game 2 on turn 15 I would like to 
tell you what you really want to know, how to 
win! 

Everyone starts with an identical system 
with 150,000 Pelf (money), 20 ES, 10 CT, 5 
FG and 1 DD (ships), plus 10 scanners. The 
first thing you have to do is pick your 
aggression class A-E. I chose B because it 
gave me a better attack bonus, but as the 
turns go by Tech adds to percentages and turn 
12 my percentages were equal and now I have 
a greater defense percentage. The big effect 
of aggression class is your retreat 
percentage, higher aggression classes don’t 
retreat, and alliance points. An alliance can 
only have 20 points, so two A class would fill 
an alliance at 10+10, where four C class 
could ally being 5 points each. Choosing B, 
at 7 points, my allies could be another B and 
aC. If you chose D or E everyone would be 
willing to let you in an alliance because you 

do not take much room. Once you pick an 
aggression class it does not change. 

Next you chose a name, it can be changed 
every turn. Every turn you can send a 
message, general or specific. Messages are 
free so you should send one every turn. You 
can also name planets, it is also free and is 


CRO SE 


Ta Maya 


By Kyle Greenwood 


half the fun. 
The next item is R&D. You should 


always add the maximum amount. R&D not 
only increases ship percentages it increases 
funds raised. Always double check what you 
spent, R&D is the last thing to be added so if 
you spend to much you quickly jump to the 
back of the R&D pack. 

Scanners allow you to find out about the 
worlds without going to them. You start with 
10 and the first turn you should buy 18, what 
ever you buy is available for immediate use. 
You can only buy scanners on worlds with 
Industry (Ind) and Development (Dev) and 
then they are accounted for as a pool, so it 
does not matter where they are built. You 
can buy 20 scanners but the extra 2 will not 
help you. Scan the seven closest worlds to 
you to find their Agricultural (Ag) and 
Mineral (Min) levels. Some people use 6 
scanners so they can also find out who owns 
the worlds, but the first three to four turns 
everything around you should be free so the 
extra scanners are really wasted, if someone 
is there, there will be mines. A general rule 
is if it does not have mines it is free for the 
taking! So only scan with 4 for the first 10 
turns, either the world is junk or you should 
send ships there. Though you will not need a 
map of the universe it is fun to have so trade 
scanner reports with allies and people on the 
other side of the galaxy. 

Next you should build exploration fleets. 
Four ships will do the same job as four 
scanners, so build more CTs and send out 
pairs of ESs and CTs. I also built more DDs 


Island Takeover - A game of territorial conquest. Enjoyed by novices and veterans 


alike. Turns are still only $3.00! Rulebooks are still FREE! 
Get a Setup Package, which includes the rules and 4 turns, for $10.00. 


Warriors & Wizards - A vast game of conquest and exploration. 300 military units 
ranging from lowly Slaves to mighty Dragons, 350 Magic Items and 100 Magic Spells. 


Rules are $5.00 and turns are $4.50 for 150 orders. 


Haunted House - A scavenger hunt that takes place in a haunted mansion, 
populated with all sorts of evil and vile creatures (including the other fortune 
hunters!-). Rules are $5.00 and turns are only $4.00. 


Eclipse Consulting, Inc. * P.O. Box 969 * Yonkers, NY 10703-0969 
914.965.1986 * BBS - 914.965.3064 * 71441.3144@comipuserve.com 


so I have groups of one each running around. 
Be careful not to spend more than half your 
money, your home only produces 32,400 and 
it will be a few turns before your colonies or 
Tech increases. Don’t build larger ships 
because you need information more and large 
ships are for war, which should not happen 
during the first 5 turns. I did not buy any new 


ships until turn 11. 
You start with a GS which allows 


instantaneous travel. Always keep this with 
another unit because it will blow itself up if 
left alone. The GS has two basic functions; 
first it is the only way to move Star Bases 
(SB) around, Second, you can make a Ready 
Reaction Fleet (RRF). Whenever one of 
your colonies is attacked the RRF will 
respond if it can get there. Be careful 
because it will only react once so most people 
will sic a small ship on a colony a phase 
before the main fleet will arrive to get your 
fleet out of the way. Now when you do attack 
someone, if you come into the system in fast 
mode you will do damage before the enemy 
gets to return fire. So you set RRF to fast and 
the phase after you are invaded you attack 
and wipe them out. This is why it is good to 
invade in waves so that you can keep 
changing the odds, say have an ES go in with 
Drone Ships (DR) to clear out mines and get 
the enemy RRF where you want it and 
destroy it. Anyway, the GS starts with a 
range of 10 Light Years and increases with 
Tech. Since most people use the RRF they 
will first get the planets within ten of home. 
Since you should not have a RRF until turn 5, 


sswemm|{! ships should be exploring or protecting 
——|Janets, go to a range of 15 LY because that 
—SSIhould be your range before you have a 
=;ízable RRF. 

Last thing for turn 1 is to buy 15 LS. LS 
ære how you move population about to settle 
mew planets. To settle a new planet you need 
iat least 6 LS because 5 pop will die at the end 
of a turn where a planet DEV is 0. I sent 7 LS 
to one planet and 8 to another, this was 
WRONG! Turn one I suggest you do not 
send them anywhere. When you take a planet 
it’s value is equal to Ag+Min and you want 
the highest value planet, because income if 
figured with the formula of 
(Ag+ Min)2*(Ind*Dev). So a planet value of 
15 is twice the income of an 11, even though 
you will spend the same amount to max it out 
at 10 Ind and 10 Dev. The first two planets 
were value 14 and 11, 11 being the lowest 
value planet I had the first 13 turns, the next 
two were 16s. One person was lucky enough 
to get an 18 but three people got 2s, my friend 
got a 5 and it dragged him down for many 
turns. So unless there is a planet you 
REALLY want, wait until next turn when 
you have 30 LS and can take the best 5 
planets you find. The extra 1000 Pelf you 
can put into R&D turn 2 will be quickly made 
up by having an extra planet later, and your 
income will be greater too. One person built 
18 LS on turn 1 to colonize three planets, but 
the income lost on the next two turns and not 
being able to build two less LS by turn 3 is not 
worth the extra R&D (and the person who did 
that made an accounting error and lost the 
lead on turn 5 to me because of better 
management, and I never lost that lead!). 

To summarize; chose a name and an 
aggression class, write a message, spend for 
R&D, buy new scanners and ships, build 15 
LSS, scan and explore about 20 planets and 
name your home planet. 

Turn 2 you should build 20 more scanners 
so you can explore 25 planets. Build more 
LS and send them all out to take the best 
planets you find, which should be 13+. High 
Ag is good because you can build more LS 
later but do not take lesser planets for the 
higher Ag. 

Turn 3 build 20 more scanners and 
explore 25 more planets. You will be 
breaking up exploration fleets to control your 
colonies, colonies have a control factor of 
[Pop*(Dev-10)] with a minimum of 1 with a 
Dev less than 10, and to garrison places you 
would like to colonize later. Build 15 LS, 
always build your maximum growth LS 
every turn and take two more planets. You 
can either save the extra LS two take three 
planets next turn or put them on your best 
planet to get a few extra pelf. Make sure you 
will have enough control (attack factors) to 
keep your pop in control. Unrest means you 
lose income and cannot use that planet to 
increase your R&D pool. 


Build mines over your planets. If you put 
up 1 it will tell people you have it. If you put 
up 5 it will stop exploration fleets of 2 ES & 
2CT. 7 will destroy 6 LS. You should not 
need more than 10. The significance of 7 is 
that since ships can travel 30 LY you can 
send LS from home and the controlling ship 
from a fleet anywhere, people will often send 
the 6 LS and have the ship get there at the end 
of the turn so it will be controlled next turn. 
It is fairly easy to blow down minefields, but 
it is a strong deterrent and will cost the 
opponent more to take it down then for you to 
put it up. 

For people who like charts this is a good 
game. I have 5 charts I look at all the time. 
The most important one being the Pop 
growth at different Dev levels. The game is 
won according to Pop so you want to get it up 
as fast as possible. Increase Dey by 2 and Ind 
by 1. This will get them up to the point where 
they will start growing on their own (I use 
Dev 6) without going broke, I always spend 
more on Dev then Ind (even now on turn 15). 

People play PBM to meet new people and 
you should spend a turn fee to contact all the 
people you meet, especially if they have 
destroyed your ships, they are not scum, they 
are pre-allies. Alliances are powerful things 
and the alliances that formed the first four 
turns are still in effect, except the one I 
formed because my allies dropped after I 


became twice the size of the other two put 
together. Exchange scanner information, the 
least it will tell you is where you will not 
want to go. 

Turn 4 your still expanding. You should 
know everything within 20-25 light years. I 
maxed out at 80 scanners but 72 is good 
because you can switch to 6 scanner scans 
without hassle. Only use 4 scanners unless 
you think someone is there. Mostly you will 
be finding junk. If there is a mine you know 
it is taken, if it is named you can scan it 
again. If you are lucky, you will find 
someone who has dropped by this time and 
you can grab the good planets around them. 
Do not worry about staying in GS range, your 
ships can move 30 LY and you should get the 
best planets you can! 

Game 2 only had 20 players so there was 
plenty of room to expand, hopefully the next 
game will have more people and it will start 
getting tight by now. Remember that early 
wars knock off both players so do what you 
can to stay peaceful. 

Turn 5 things slow down, you will be 
broke. You should be increasing your first 
planets to 6 Dev and going 1,1 on the rest. 
Use your 15 Pop to colonize your Developed 
world and start them growing, this will also 
increase revenue for next turn. Only 


colonize if it is really good. 
By this time you will be questioning 


into open warfare. 


propel the various 
domination. 


Economic giants win wars, 
genius. 


answer. 


TWILIGHT’S 


or more superpowers. 


missiles and warheads. 
Dig bombshelters. 
enemy. 


orders you can write. 


the end of the world. 


George Franchi 


C 


(305)-652-2116 


STEEL, FIRE, 


The island continent of Cannae is about to erupt 


A few good leaders are needed to 
nations 


Are you one? The people place great hope 
and expectation on your shoulders. 


Victory will crown one who develops industry 
while successfully maneuvering custom designed Armies, 
Air and Naval Fleets to crush surrounding enemies. 
you accept the responsibility? 


k 
Games are 10 turns long so you 
won’t waste a year developing your position. t 


and BLOOD 


to the pinnacle of 
Can you succeed? 


but not without military | 


Will 
The people await your 


LAST GLEAMING 


TLG is a strategic game of nuclear war between six 
Each player must guide their 
research, weapons acquisition, and civilian defenses in 
an attempt to outsurvive all the others. 


Build various 


Develop missile busting ABM’s. 
Send commando teams to sabotage tl 
There is no artificial limit on the number o 


e 


U 
`~ 


Welcome tł 


For more info write to: 


21300 San Simeon Way #0-4 
North Miami Beach, FL 33179 
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exploration fleets because half of them are 
over colonies or garrisoning planets and you 
will have lost a few. Your 72 scanners will 
be looking at 18 stars a turn so it is better to 
recall your fleets home to control the higher 
control factors the extra pop will make, and 
remember the control figure is figured 
AFTER pop growth. But itis fun to still have 
two or three fleets still running around in the 
unknown. 

Turn 6 your Dev expenses will go down 
more. You will only want to jump it to 8 if it 
has a low Ag and high Min. The big Ag 
planets slow down because Pop growth 
curves up on the higher number and you will 
get the most effect for the least amount of 
money. It si temptation to start going Ind 2 
but it is usually not cost effective until you 
have the planet populated, so extra money 
should go to getting new colonies Dev up. 
Make a chart on what pop you can put on a 
planet and have it max out with minimum 
effort. 

Turn 7 continue to get your colonies up. 

Someone will have been lucky enough to 
have a 9,8 or a 9,9 planet and have spent a 
huge amount of money bringing it up really 
fast. They will have a higher pop percentage 
and will be able to make twice the LS you do, 
is is fun moving around a lot of ships but 
everyone sees that they are making more 


money and have more people and will 
consider them a threat. Time for more 
diplomacy. : 

Turn 8 your colonies should start maxing 
out and you can start colonizing more 
planets. Cross build your colonies so your 
income and pop percentage will start going 
up. Your steady R&D should be paying off 
now and the person who had fun with the big 
planet is now falling behind. Everyone is 
now looking for more planets to colonize. 

With only 20 players the only wars by 
turn 15 were me assimilating my former 
allies and a group attacking an uncommuni- 
cative and belligerent player. In larger 
games it will probably start getting violent as 
people start looking at the good planets that 
other people have versus the crummy ones 
left to be colonized. Try and use diplomacy 
to stay out of confrontations. Most people 
will send in $50 at the start of the game to get 
the $5 in free credit. This means that people 
who are not doing well start dropping out at 
this time and you can play clean up. If 
you've been really nice, they might even 
send you what they have at the time they 
dropped out so you will know exactly what 
you will need to take them over. This is of 
course unbalancing but it makes it a lot easier 
to win, you could even win with out ever 
going to war! 


I hope some of you out there wil] Want t 
join the Starlords in Galaxic conquest! z 

Any review of a game is incomplete 
without a review of the Moderator. Looking 
in my issue of Flagship #77, Deltax is 
advertising Star Quest and saying Flag Tated 
them, “the #1 moderator.” I would like to 
try Star Quest because it certainly was not for 
this game. The first four turns were three 
week turn around until I started a campaign 
to make it two weeks. Even then the turn 
around was sporadic, depending on rural 
mail routes, jury duty, family holidays and 
sick kids. It must be because Kathy, who 
nns BGG, and Bob are really amicable 
people and if you call them up and complain 
about what went wrong with your turn they 
will try to fix it. The bad thing of course is 
you will be calling them every other turn. I 
would have dropped the game too if I was not 
winning. But they have upgraded their 
software recently so things should be going 
smoother and I would like another chance to 
put my plan in effect to see if it works twice. 

For more information on Blood, Guts & 
Gore Across the Galaxy, write to: 


Deltax Gaming 
548 Great Hill Drive 
Ballwin, MO 63021-6260 
(314) 227-8509 CDT 


g Here's a offer you can't 
f refuse! Try a GAME of 
r World Conquest free! 


E Now you can try one of best wargames 
available without risk! Try a 1 player 
demonstration game; OR signup with a 
friend and try a 2 player game. Heck, sign up 
with 2-12 new people and try your hand at world 
domination! We'll design a demonstration game just for 
you and your friends using one of the most versatile wargame 
systems available, COMPLETELY FREE! 


m) 30 different Unit Types 

Q Hidden Movement 

a A new laser-printed map EVERY turn 
m) Experience; over 100,000 turns played since 1986 


An Operational Game of Air, Land and Sea Warfare 


WORLD CONQUEST 


lations, PO BOX 650, Pinole CA 94564 Voice: 510 245-1300 Fax: 510 245-1201 BBS: 510 245-1202 


WWW page at: http://www.dnai.com/~conquest 
[G m m m a tt Lee 


Prime Time Simu 
a 


Paper Mayhem 


email: conquest@dnai.com 


STRATEGY, { 
TACTICS, 


WESTWORD: RIDIN' THE RANGE 


Tobias Kane had finished his hitch in the 
Army and was now ready to begin a new life. 
At the small frontier town of Widow’s 
Gulch, he found himself sensing the 
opportunity that the West represented. He 
could ranch, mine, open a store, any business 
opportunity, it could be found here in the 
West. His final pay voucher could be seed 
money! 

But he realized, hell, he ain’t no 
businessman! He had to be in the thick of 
things! Well, the West was indeed a bit of a 
wild place, it did need a bit of tamin’. He 
could always become a lawman. The law 
enforcement profession could always use one 
of his skills. Yep, catchin’ them bad guys 
could be mighty satisfying work. Or he could 
do it for profit. There were plenty of them 
varmints on the loose. A man could make 
himself quite a pretty penny catchin’ those 
bastards and bringin’ ‘em in. 

There were all sorts of lawless types out 
there. Ya had ta watch for rustlers, bank 
robbers, Banditos, the sort who would rob 
you blind, then spit in your mother’s eye, 
yesirree. And them Injuns, the Injuns. He 
had met many Injuns in his career as a 
cavalryman. And there were good folks 
among them. But there were many who 
seemed ta take a likin’ ta molestin’ settlers 
an’ raidin’ towns. Ya couldn’t let that stand. 
Those folks needed protectin’. 

Tobias was so caught up in his 
woolgathering that he did not see the figure 
lurking in the alleyway until the bandit came 
up to him and stuck a knife in his face, 
growling, “Gimme yer money!” 

That was Tobias’ seed money and he had 
worked hard for it. And there was no way, 
NO WAY’, that he was going to let some too 
bit hood make off with it. So suddenly, his 
foot lashes out, catching the hood in the side, 
knocking him back. Tobias then whips out 
his pistol and unloads, ventillating the 
perpetrator! The smell of gunsmoke fills the 
air. 

A Deputy comes up to him, responding to 
the noise. But when he sees what has 
happened, and recognizes the man that 
Tobias killed, nods in understanding. 

“Yeh, we're familiar with this character. 
Reckon you did the town a favor. You ain’t 
got nothin’ to worry about...” 

Widow’s Gulch was now a long way off. 
And now, in the deserted Ghost Town of 
Westwood, Tobias sat with his men in the 
quiet tavern. His men played cards and 
talked quietly among themselves, their eyes 
drifting to the windows, to look into the 
foggy streets beyond. His two bears lay at his 
feet, shifting nervously. They don’t like 


By Trey Stone 


being in towns, anyway. And the supernatu- 
ral ambiance here doesn’t suit them well at 
all. They whine, looking at him plaintiffly. 

His men are talking about the note. The 
note they found in the bank safe that 
contained the skeletons of the citizens here. 
The references to a rolling, howling fog and 
the mysterious banditos who came shortly 
afterwards have them spooked. He is not sure 
what to make of it himself. But one thing is 
certain. They did not get into that safe by 
themselves. 

And then it began. A howling wind, just 
as described in the note, came tearing into the 
streets, accompanyied by a thick black fog. 
And in the distance, the thundering of hoof 
beats. Tobias checked his shotgun one last 
time and told his bears to hide. 

“Look alive, guys,” he said to his men. 
“We have visitors...” 


Saddle Up! 


The Old West is synonymous with 
adventure. It is you, your bare hands, and 
your tools, against the wild frontier. You and 
your trusty horse, and loyal men, you are out 
to seek your destiny out in the cruscible that 
is the territory. And a rough cruscible it is. 
You and the range. If you succeed or fail, it 
will be on your shoulders, pard. 

Westworld is average priced for a game 
of it’s type. Setup is $10 for a rulebook, 
setup, and four free turns. When you get your 
setup, you just have a rulebook with a few 
homegrown illos to help set the mood. The 
rules themselves are thin and to the point. 
After all, games such as these are games of 
discovery, and the whole point of them is 
making interesting finds once your character 
is actually in the game world. 

To get started, you choose the name, 
profession, and gender of your character. 
You don't HAVE to stick literally to your 
chosen field of expertise. But each 
profession has special talents, so make sure 
those talents are along the lines of what you 
want to do! Else, they may be wasted... You 
have a choice of Gunslingers, Indians, Ex- 
cavalrymen (that is Tobias’ class), Deputy 
Marshall, Bounty Hunters, Cowgirls, Ranch- 


ers, Outlaws, Banditos, Frontiersmen, 
Forty-Niners, and Gamblers. If you are 
uncertain what some of these are, 


descriptions are provided in the book. 

When you send in your character, you are 
assigned a set of statistics determining your 
character's abilities. The initial results of 
these are random, but you can train them as 
time goes on. These include Brawn, Smarts, 
Swiftness, Guts, Stealth, Willpower, and 


Gunplay. You can 
train each one more than once in a turn, but 
you are advised to use each train action to 
train a different one. For after the first 
successful train in a stat, your chances of 
getting another raise in the same stat that turn 
drops drastically. So it works to vary the 
training. 

You also start out with a little money and 
a bit of gear with the chance to raise more 
later, however you want to do it. There are 
both heroes and villians here, and Boot Hill 
has it’s share of both with each newsletter. 


Life In The Old West 


So now that you have gone West, what 
now? Your choices are as vast as the range 
you now inhabit. As mentioned in the 
opening, there are all sorts of enterprising 
opportunities, both legal and illegal. You can 
go catch the criminals, or be one. You can get 
to know the town’s folk and run for Sheriff! 

Or you can do like Tobias and get out 
there and explore the range. As soon as he 
felt it was time, he rounded up a posse of 
good men and headed out to see what he 
could see. Tobias’s main interest out there is 
exploration, to see what there is to see out 
there. And he has seen plenty! 

Because they had to shoot a mother bear, 
Tobias and his group were thereafter taking 
care of three baby bears. Two of them are 
still alive and still traveling with the group, 
one happy family now. 

Tobias was involved in the defeat and 
death of a wanted criminal. There was 
fight, so he couldn’t bring him in alive. But 
he did suceed in bringing him in! 

He has found wealth, fame, and friends, 
and now, he is trying to solve the mystery ol 
a Ghost Town, complete with ghosts! 


The Round Up 


There are damn few Wild West games out 
there. One of the most beloved was Stand and 
Deliver. Frank Pompillio was said to 
about to come out with Stand and Delive: 
which should be a fantastic game, if it lives 
up to it’s excellent predecessor. Bul we a 
still waiting. 


Westworld is a human moderan 
adventure game that gives you 
opportunity to adventure in the old West 
a bit of a personal and very enihus: 


touch. It was created by George C 
and Jack Harriman, and it is sol! 
George. 

l fully recommend 
reservation, if 


this 


you like ad 


Paper Wirit 


interesting settings, lots of things to explore 
and do, and gunfights, barroom brawls, card 
games, etc. A good horse opera, what could 


be more American than that? 
It also offers a very regular turnaround, 


since ’93, counting the playtest. Those of you 

who like lots of diplomacy and scheming are 

the only ones who won’t be thrilled. But 

those who like exploration, adventure, and 

roleplaying, this is right up your alley. 
Hope to see you soon, pardner! 


Turns are $2.50 to $4.50 a turn. This gets 
you six standard actions as wel] as 
customized actions. Write to: 

George Cameron 144586X 5-90-B 
Wm. E. Donaldson Corr. Fac. 
100 Warrior Lane 
Bessemer, Al 35023-7299 


as well as longevity, having been in business 


PAPER MAYHEM BACK ISSUES 


Back issues of PAPER MAYHEM are still available. Below are issue that are still available, listed with articles and reviews 
that they contain. for each order for back issues, included $1.25 for postage and handling. For 2 or more issues requested, 
an additional 70¢ extra per issue is to be added after the initial $1.25. All back issues are first come, first serve basis, so 
give alternative choices in the event your selection(s) have been sold out. 

BACK ISSUE SPECIAL! For $12.00(this includes postage and handling) you can have 4 back issues of your choice. 
Or to give you a better deal, 6 issues for $17.00. And our final deal is 8 issues for $22.00. Just choose the issues that you 
want, along with alternative choices in case one of your selections is sold out. List your back issue choices below. This offer 
is good in the US and Canada ONLY. Payment for Canadian orders is to be via International Money Order in US funds. 
Canadian checks can NOT be accepted. 

EUROPEAN BACK ISSUES - Single issues are $8.50 each. Specials - 4 issues for $30.00; 6 issues for $45.00; 8 issues 
for $59.00. AUSTRALIAN BACK ISSUES - Single issues are $9.50 each. Specials - 4 issues for $32.00; 6 issues for $48.00; 
8 issues for $63.00. All foreign back issues are sent Airmail. Payments should be paid in International Money Order in US 


funds. 


#21 Company Commander, Heroic Fantasy, Out Time Days, Supernova 
State of War, It’s A Crime!, Alamaze, Ad AStra......c.ccccescccessescesesescesecesesesescesescsees 


#24 

#25 Fleet Maneuvers, Crack of Doom, Epic, Duelmaster, Alamaze, It’s A Crime!.... 

#26 Supernova Il, Alamaze, New Order, Starmaster, Hyborian War .....cccccccccccesessescsesceseescecessesescsceaseaeesseecsesseesseseescaseatensees $3.50 

#27 Midgard, Galactic Prisoners, Feudal Lords, World War, Hyborian War .......ccscssscecesessescseseseeceseseeecacscsessesesstecseneeseesees $3.50 
Joab oriter tr PPREREE rracrr a aa $3.50 


Stat-Sports & On-Paper Baseball, Fleet Maneuvers, Supernova II 
#29 Domination, Quadrant Wars, Arena Combat, Survival Challenge, New Order, Supernova II 


#30 S.A.B.R.E., Warp Force Empires, Alamaze, Domination, Feudal LOrds ...........:cscsceseseesessseseneeseeees 
#31 Civil War, CTF 2187, It's A Crime!, Hyborian War, BSE ..........ccsscsssseeseeeees 
Om ordige Batme Ran RBM Baseballlyeverscces tr eecercetesceectterericesrcocetetrtes<?ccrertederssecerctteceees:savarecsaersacesencosccss severe 


#28 


ae DM NAPA DEN MEA Ip MOsvV CADOM a ea EE E IE IAO AI A O N i 
#37 Galactic Prisoners, Domination, CTF 2187, Conquest, Fleet Maneuvers .........:..:ececesceseccsescesssceseeeesescestesteseeseacs .. $3.50 
EES EEE ECU RE PRPC EPO TITEL A CTI CEH: CREOP DRE ER TE Pop TEPER .$3.50 

sre .$4.00 


#38 Supernova Il, Into Infinity, Space 101 
Supremacy, Into Infinity, Conquest, Orion Nebula, State of War, World Wide Battle Plan.... 


#40 

#45 Adventurer Kings, Takamo II, Land of Karrus, Space Combat, The Next Empire................+. 

#54 Cosa Nostra, Monster Island, Heroic Fantasy, Sirius Command ........c.scccesesesecsesessesessesesesecseescsecssesseeseeseteserse .. $5.00 

#55 Cosmic Crusaders, Conquest, Bliss, Atlantrix, The Next Empire, CTF 2187 .....ccccccccccscessssscesscesecesseesseesseeseecnecesserenes $5.00 

#57 Middle-Earth PBM, Portinium, Victory!, Cluster Lords, Cosmic Crusaders, Realms of Fantasy ..........:ccccceceseeeeseeseesee $5.00 

#58 Stand & Deliver, Family Wars, Warriors & Wizards, Lords of Destiny, World Conquest ..............+ f 
Warriors & Wizards, Darkness of Silverfall, Monster Island, Gladiators of Death ........sesssesrerssereee 


#59 

#60 Lords of Destiny, Land of Karrus, Stand & Deliver, Armageddon’s Aftermath, Gameplan 

#61 Swords of the Gods, Glory II, Fleet Maneuvers, Illuminati, Crystal Island, Starglobe, Alamaze... 
Star Quest, Fleet Maneuvers, Sirius Command, Galactic Overlord, Armageddon Aftermath ....... 


#62 

#63 Fleet Maneuvers 3-D, Continuum, Out Time Days, Stand & Deliver, Throne Of Rhianon ........seecssseeeseeseeeeesereenneens 
#65 Portinium Il, Centurion, Coup d'Etat, Middle-earth PBM, Portiniuim, Murder! ........cceccsssectscseeeseceecsssseeseseeceseersseressae $5.00 
#66 Gladiators of Death, Middle-earth PBM, Krahlizek, The Bloody Blade ...........ssccssssessseseeeeseees $5.00 
#69 Blood, Gore & Guts Across The Galaxy, Quest, Smuggler's Run, Hyborian War, Tracks 

#70 Urban Empires, Jurien Range, World Conquest, Cosmic Crusaders .......cccesesseseesseeseeeeeees 


#71 Star Quest, El Mythico, Star Fleet Warlord, Throne of Rhianon, Olympia, Outpost 
#72 Adventurer's Guild, Thunder at Sea, Traveller PBM, You Rule!!, Family Wars, Out Time Days, CTF 2187 
#73 Smuggler's Run, World War IV, Victory!, CTF 2187... : 


#74 Atlantrix, SpyKor, Continuum, Blitzkrieg 
Smuggler's Run, Stellar Knights, Charioteers, Gladiators of Death, Riftlords, CTF 2187, Crystal Island 


#75 
#76 Odyssey, Out Time Days, Centurion, Bloody Blade, The Next Empire .........:.:cccseeresceserereeseesseecssrecescaenecnes 
#77 Captain's War, Legends: Swords of Pelarm Module, Midgard, Conflict 2000 ..........::::sssscssessessersereseeserscesssrensensecsss 
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GAMELINE 


ADVANCED GAMING ENTERPRISES 


Advanced Gaming Enterprises regrets 
to announce that Shane Barnett and PBM 
Enterprises of Emerald, Australia are no 
longer authorized to run CTF 2187 under any 
circumstances effective December 1, 1995. 
This is the result of a long history of repeated 
contract violations by PBM Enterprises and 
includes the failure to pay royalties (10 
months) and failure to document sales 
figures for royalty calculations (19 months). 
In addition, since being informed of the 
action, they have refused to send back the 
licensing materials supplied to them or to 
confirm that they have ceased operations of 
the game. 

It is important to note that their non- 
performance is not the result of any contract 
dispute. Shane Barnett and PBM Enter- 
prises make no claims that Advanced 
Gaming Enterprises has failed to fulfill 
their obligations nor do they dispute that they 
are in violation of the contract. Rather, they 
have simply and unilaterally refused to honor 
their signed contractual agreement. 

As a result, Advanced Gaming Enter- 
prises is seeking a new licensee to take over 
operations of this extremely popular Play- 
By-Mail game of giant robotic combat in 
Australia/New Zealand. Licensee positions 
are also available for other markets (except 
English and German speaking Europe where 
the game has enjoyed a strong following for 
several years now). US sales for 1995 were 
the best ever as CTF 2187 enjoyed a 7% 
increase over the previous year. 

As most of you know by now, AGE has 
been actively working on a new game for the 
past 15 or so months. The new game, The 
Crack of Doom II (COD 11), is a sequel to our 
popular fantasy role-playing game The Crack 

of Doom (COD). The computer program- 
ming should be finished by June and we hope 
to start playtesting in July. As a result we 
have now established a waiting list for 
players to participate in the playtest. 


ELITE SIMULATIONS 


The first commercial game of Starship 
Commands is currently running. Player 
feedback is very gratifying. Comments such 
as “You really did a good job”, are especially 
welcome after spending 2+ years on 
readying the simulation for market. We do 
need more players. So far about half the 
participants are from the Minnesota area, 
where the gaming reputation of the designer 


has helped draw some 
normally don’t do PBM, 

Starship Command seeks to be more than 
just fly around and shoot. The integration of 
communications, information gathering, 
leadership of the Captain, ship design 
options, and player control of key aspects of 
ship functions allows some interesting 
Strategy options. Emergency turns, evasive 
maneuver, ship to ship communications, 
tweaking the engines for more power, 
multiple orders to manipulate shields, 
custom design of torpedoes... it is all here. 
Ship design alone can offer hours of 
enjoyment. 

Scenario testers wanted: The “2 ship per 
player” variant of the simulation has not been 
through a true “fun-test”. The scenario 
looks good but the designer wants to play in 
one game of this to be sure the scenario will 
develop the way it is envisioned. The basis 
for this scenario is that each player has one 
ship that is part of a friendly fleet and one 
ship out in deep space among lone enemy 
ships. One logical strategy is to try and link 
your separated ship with the main fleet. The 
problem has been to gather enough players 
for a test of this specific scenario. To 
encourage participation we will run this “2 
ship test” for the price of a “single ship” 
game ($6 setup, $4 per turn), this represents 
a $42.00 savings. 


individuals who 


Elite Simulations 
P.O. Box 421252 
Plymouth, MN 55442-1252 


ENTERTAINMENT PLUS MORE, INC. 


Recently Adventurers Guild conducted 
it’s ninth ever all-guild tournament. Many 
thanks to all the participants, and congratula- 
tions to the following winners of the top nine 
singles divisions in order: Sten (run by Dan 
Greenfield), Vanya (run by Alan Yip), 
Snarkface (run by Wayne Smith), Nigel the 
Lucky (run by Mike Rullmann), Drakmoor 
(run by Andy Zambrzycki), Alf (run by Steve 
Ferrell), Rackspin Glut (run by Michael 
Polanek), Talon (run by Dean Maragos / 
Rich Corlett), and Melanie (run by Pete 
Velez). Congratulations also to the top 
Doubles team of Pazuzeus Gravestone and 
Nigel the Lucky (run by David Saville and 
Mike Rullmann, respectively), and to the top 
Mixed team of Vanya and Golden (run by 
Alan Yip and Mike Lee, respectively). Once 
again, thanks to all who participated! 


Of course, there is more to the life of 


Adventurers 
tournaments. 
Send us a note or give us a call and we'll 
send you a brochure about AG. Or, check out 
our web page at  http://users.aol.com/ 
AdvGuild/AGpage.html. If you subscribe to 
AOL, you can read the brochure in our 
vendor support area. We’re under keyword 
PBM, then Company Support, then Enter- 
tainment Plus. You may also wish to talk 
with current players on AOL on Wednesday 
nights at about 9:00 pm central time. To get 
there go to Lobby, then Rooms, then Private 
room, then AG. Newcomers are welcome. 
Don’t be shy about seeing what AG players 

are talking about. 

As a special offer to readers of Paper 
Mayhem, we will give you a $5 credit on 
your first Adventurer creation sheet if you 
write “Referred by Paper Mayhem” on it. 
This credit more than covers the cost of a 
rulebook ($3.50). If you'd like a rulebook, 
send us your name and address and $3.50 and 
we'll get one out to you right away. Our turn 
charge is $9.75 for seven fights (plus an 
optional eighth). That’s less than $1.40 per 
fight! Plus, you are not limited just to 
fighting. There are many other things to do in 
and around the Guild, including adventuring 
alone or with a group, and checking out 
places of interest like temples, magic shops, 
and taverns. 

Many thanks to all our players for making 
Adventurers Guild, Entertainment Plus 
More, and Hugh Bayer Paper Mayhem’s 
top game, PBM company, and PBM 
moderator of 1995! 

To get a glimpse into what's happening in 
the world of AG, take a look at our section in 
the PBM Activity Corner of this issue. 

Entertainment Plus More, Inc. 
P.O. Box 2578 
Appleton, WI 54913-2578 
Phone: (414) 749-9597 
Fax: (414) 749-2721 
E-mail: HughBayer@aol.com 
http://users.aol.com/AdvGuild/ 
AGpage. html 


Guild characters 


than just 


FLYING BUFFALO, INC. 


EMAIL WWBP: over the last few ment 
we've had several people ask if we » 
going to have an email WWBP soon. 
NOT kept a list. But we do plan to ste 
soon. Let’s try to make it a “Real Foree 
game, with ONE WEEK time ! 
turns will be sent by email, and 
NO email surcharges. If vou 


Yee 


please send us an email ASAP telling us your 
account number, your name, which positions 
you would like to play, and what is the 
maximum turn fee you want to pay (Max is 
$9 for the superpowers, minimum is $2 for 
the teeny countries.) Please give several 
country choices so we can get everyone in. 

We have recently aquired copies of 
Michael Stackpole’s “Fiddleback Trilogy”. 
These are the books based on the “Dark 
Conspiracy” game by GDW. The books 
originally sold for $5 each, but we are 
offering all three for $10 (plus $1 postage). 
Ask for the “Stackpole Trilogy”. 

Official PBM Phonecards: we started to 
sell these last year, and we had some 
problems with the company that was to 
provide the phone service. Now they are 
available again. Each card has 10 minutes of 
prepaid phone calling time, plus you can buy 
more time for 30 cents a minute. They make 
great gifts for your pbm friends, or for 
people you wish would call you! They say 
$7.50 on the face, but we’ll sell them to FBI 
customers for $6 for one, $10 for two. 

The details for our 24th Annual Flying 
Buffalo convention in Scottsdale on July 18- 
21 are now available on our webpage. Sign 
up today! Get a free Starweb T-shirt! (this is 
the 20th anniversary of Starweb!). If you 
don’t have access to the www, send us an E- 
mail and ask for the information. 

We would like to start an “all E-mail” 
game of Feudal Lords. We have 5 people on 
the waiting list now. The game holds up to 17 
players, and the more there are, the better the 
game. We only start these about once a year 
or so, so if you want to play Feudal Lords 
with weekly turns, now is the time to sign up. 
(If you need a copy of the Feudal Lords rules, 
be sure to mention it.) 

If you haven’t been to our webpage 
lately, drop by soon. We have made a lot of 
changes. Now you can click on “what’s new” 
to see instantly what the latest changes were. 
http://www. flyingbuffalo.com 


Flying Buffalo Inc. 
PO Box 1467 
Scottsdale, AZ 85252 
Ph: 602-945-6917 FAX:602-994-1170 
Answering Machine: 602-994-0658 
Rick@flyingbuffalo.com 
Fbinc@aol.com 
http://www. flyingbuffalo.com 


FRACTAL DIMENSIONS 


Shades McIntire, Fractal Dimensions’ 
news hound and teller of tales, back once 
again to report to you directly the facts found 
in the buried archives known only as the FD- 
Files. With a pick and a shovel, I have to dig 
deep to uncover these nuggets of gold, 
completely underpaid and for the lack of a 
decent cup of coffee. Of course, when I’m 
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not dogging the heels of a decent story, Pm 
editing press releases for FD’s Fractal 
Spectrum. Hey, it pays the rent! 

As I’m writing this, I just received Paper 
Mayhem #77 which someone innocently 
slipped under the door. To my surprise, 
Fractal Dimensions has completely disap- 
peared from the company and game rating 
sections. The Horror!.. The Humanity of it! 
It looks as though we went under!. You 
know, closed our doors. Well, we haven’t as 
you can tell by the cute babe in our 
advertisement elsewhere in this issue. I guess 
its high time FD’s management starts 
pleading with the players to get those rating 
sheets into Paper Mayhem, pronto! 

Let’s cut to a juicy rumor that I got from 
the door of the Big Wig Herself. I hear tell 
that FD is talking to a currently nameless, but 
reputable Italian outfit to become an official 
Fractal Dimensions’ affiliate for Italy. I’m 
not too sure what this exactly means, but we 
might see an Italian translation of Toadal 
Chaos in the near future. 

If you bothered to take a look at your 
ORIGINS ‘96 award ballot that was neatly 
packaged with PM #77, you most likely saw 
that Toadal Chaos - The Frog Wars has 
been nominated for Best PBM Game of 
1995. The staff of Fractal Dimensions 
would like to thank all those who participated 
in the nomination vote. It’s nice to get some 
public recognition every now and then. 

Since I plugged the PBM e-mailing list 
last issue, I won’t bother this issue except to 
say that if you send e-mail to PBM- 
LIST@PBM.COM with SUBSCRIBE in the 
subject field, you will start receiving some 
interesting messages from the infamous 
Internet PBM peanut gallery. ‘nuff said. 

Wake up, people! We really need articles 
on PB(e)M games for future issues of the 
Fractal Spectrum. If you would like to 
submit anything to FS, write Fractal 
Dimensions asking for a copy of the FS 
Writer’s Guidelines or check out the copy on 
our web site. You can always e-mail us to ask 
any questions on approved format or subject 

matter. Issue #12 is going to be given away 
freely at the GenCon Game Fair in August. 
As I look over the anticipated line-up for that 
issue, I see Ross Smith has provided the 
Spectrum with a fascinating look into the 
“Megastructures of Science Fiction”. For 
the classic boardgamer, Craig Bertolucci has 
written a great article on “Risk Variants.” 
For us old timers, Shawn Dawson relates a 
humorous tale of “New Comics and Old 
Cars.” Of course, Don Redick and Scott 
Compton will be providing the editorial bits 
in “Mutterings from Castle Chaos” and 
“Beam Me Up, Scotty!” The Echoes News 
section will be teeming with the upcoming 
fall releases and sizzling PBM company 
gossip. So do yourself a large favor either run 
out and get a Spectrum off your gaming 


shop’s newsstand or order a subscription 
today. A US subscription to the Fractal 
Spectrum is just $8.00 for four issues, 
Canadian subscription are $11.00 Uş, 
Foreign subscriptions are $22.00. All funds 
must be payable in US Funds. All checks 
should be made out to Fractal Dimensions, 
Fractal Dimensions is a member of the 
Small Gaming Press Association (SGPA). 

Fractal Dimensions PBM product line 
currently contains two games, both devel- 
oped and moderated by FD. A Duel of A 
Different Color was Fractal Dimensions’ 
first PBM venture into the gaming industry. 
Winner of the 1993 AndCon Best PBM Event 
Award, White Wolf’s Best PBM Game of 
1993, and nominated for Best PBM Game of 
1993 at ORIGINS, DUEL is the game that 
defined its own fantasy category. The setting 
is the campus of Catadu University, 
somewhere in a cul-de-sac dimension of 
magic and technology, but at the center of the 
known continuum. The object is to train your 
students in the best use of their magical 
powers. They must excel in the DUELING, a 
magical trial that is performed in the 
underground chambers at the University. 
The DUELING is a one-on-one engagement 
where winners (and surviving losers) 
advance to higher levels of power and tactics. 
The turns are read as short stories. Beware: 
role-playing qualities are a must to play 
DUEL. A keen mind and sharp wit will 
always prevail. Sourcebooks for A Duel of A 
Different Color are $7.00 ($5 plus $2 P&H). 
DUEL setups, which includes the sourcebook, 
two turns, and various errata, are $15 ($13 
plus $2 P&H). New York residents should 
also add 8% sales tax. DUEL’s turn fee is a 
fixed rate of $5.00 for playing 5 characters, 
Play is run twice a month. 

DUEL works with FD’s Skills, Powers, 
and Courses supplements. Players have the 
option to allow their characters to enroll in 
classes to obtain knowledge, skills, or items 
that will help them during the DUELING. 
Tinctures 101, the first offered course, uses 
experience points to allow characters to 
purchase the Alchemy skill. This course 
enables characters to explore the creation of 
tinctures that they may ingest before a 
DUELING. Known potions can be investi- 
gated and used to a character’s advantage, 
but research to explore and fabricate other 
types of unknown tinctures is also offered. 
Skills, Powers, and Courses expansions has 
opened up a new frontier that has yet 
remained untapped for DUEL players. 

FD’s other PBM product is Toadal 
Chaos - The Frog Wars. Nominated for 
ORIGINS Best New PBM Game of 1995, 
TC-TFW is a postal game that simulates the 
primitive warfare of amphibian settlements 
on the distant post-holocaustic planet, 
Reptilia. Mutated frogs, newts, and toads, 
which congregate to form tribal societies, 


follow the path of man by engaging in small 
scale warfare. The warring clans survive by 
partaking in open fights for territory and raids 
on rival villages. Make no mistake! This isn’t 
one of those sissy games with hidden rules and 
a one strategy beats all type of tactics. There 
is no micro-management of resources that 
will milk you turn after turn just to get you 
into the fray of battle. This game is about 
engagement, conflict, and war. Toadal 
Chaos is a fantasy wargame played on a 
customary hexmap. It was created in the 
tradition of classic boardgames. Each and 
every turn, players will receive a laser- 
printed graphical map of the land with all the 
information that is needed for play. TC-TFW 
tulebooks are $5 ($3.50 plus $1.50 for 
shipping and handling), New York residents 
should also include 8% sales tax. Turns have 
a fixed rate of $3.50 with play set every two 
weeks. Options are open for other type of 
frequencies. 

For more information concerning the 
award-winning A Duel of A Different Color, 
Toadal Chaos - The Frog Wars, or the 
Fractal Spectrum, send a 32 cent SASE to our 
address below, e-mail us via the Internet, 
browse our WEB pages, or just call us. Make 
sure you state that you saw us in Paper 
Mayhem, it will be appreciated. Fractal 
Dimensions, also, supports receiving elec- 
tronic mail turns and sending results at a 10% 
reduce price. All players of Fractal 
Dimensions’ games receive the Fractal 
Spectrum free of charge as long as they 
remain players in our games. Fractal 
Dimensions is a member of the Postal 
Gaming Network (PGN). 

If any moderators or game designers have 
any news or press releases about your games 
and companies, I would love to hear from 
you. The Fractal Spectrum has a PBM 
column set in its news section especially for 
you. That’s free press, people! Just e-mail 
them to me at shades@shadow.mandarin.org 

Looks like it’s time to call it a day and go 


home. So much for another exiting 
installment of the FD-Files fr Paper 
Mayhem’s Gameline. I’m sorting my 


clothes, packing my bags and getting ready to 
pilgrimage to the great GenCon Mecca in 
August. The FD staff will be joining their 
SGPA compatriots at tables 612 & 613. If you 
get a chance, stop by and pick up the current 
issue of the Spectrum, or just say “HI!”. So 
until we gather yet again in these pages, may 
you get your kicks on Route 6d6! -Shades 


Fractal Dimensions 
17-29 Main Street, Suite 316 
Cortland, NY 13045 
Internet: fractal@fractal.mandarin.org 
WWW: http:// 
www.fractal.mandarin.org/ 
Voice Phone: (607) 753-9246 


GAMER’S DEN 


Gamer’s Den offers our new strategic 
fantasy game system Odyssey along with the 
first module Heroes’ Quest. Odyssey is the 
culmination of several years effort designing 
and implementing a game that features the 
best elements of heroic fantasy and military 
campaigning. 

Gamer’s Den also hosts the Phoenix, 
which has accumulated many complimentary 
reviews, and it continues to gain high marks 
for the diplomatic appeal, intense game-play, 
and documentation. Industrial Empire, an 
economic and military simulation is still in 
development. 

Gamer’s Den is a PBEM gaming 
company, and anyone with access to Internet 
electronic mail or a CompuServe account can 
play in our games. The PBEM gaming 
experience at the Den is very different from 
its paper gaming counter-part. Foremost is 
the built-in turn checking that eliminates the 
order entry errors so common in PBM games. 
Games proceed at faster paces (once-a-week 
or more), turn submission and results are 
transferred in hours, and rules are available 
for free on-line. Our prices are significantly 
cheaper than most PBM fees. New accounts 
get 2 free turns in all our games. We publish 
an e-newsletter and post copies on the 
Internet, CompuServe, and AOL. 

For those players interested in postal play 
of our games, you should contact our postal 
partners. They include Llucky Llama in the 
USA, The Madhouse in the UK, and PBM 
Enterprises in Australia. 


ODYSSEY 
Odyssey is a multi-player strategic fantasy 
game of diplomacy, exploration, heroic 


adventure, and military conquest. It consists 
of the game system, called Odyssey, and a 
variety of fantasy modules containing the 
story-line and backdrop for your gaming. 
Heroes’ Quest is the first module, and it 
allows 30-50 players to cooperate 
compete on a 90x60 provincial map. 
You create your position complete with 
characters, items, spells, statuses, and troops 
when you sign up for a game. Spend your 
points on a few powerful characters or a 


and 


swarm of novices. Concentrate in arcane 
disciplines, covert activities, combative 
strength, pious fervor, or a little of 


everything. Then pick where you want to set- 
up in the world, and when the game starts, you 
will be on your way. 

As you play, you may pursue heroic 
quests, amass military might, gain prestige 
and glory, lay claim to titles and guilds, fight 
nasty beasts, collect magical items, and carve 
out your own niche in the world. Work on 
your own or with a group of players. Your 
options are virtually limitless in the detailed 


fantasy world through the combination of 


hundreds of orders, spells, and features which 
Odyssey provides. Just use your imagination! 

Turns process once per week, and you 
may submit from 1 to 500 orders for a flat fee 
of $5.00 per turn. The rule book and module 
packet documents are available for free ftp 
download on the Internet and CompuServe in 
the PPMGAMES forum. We also sell printed 
copies. 


PHOENIX 

Phoenix is a close-ended PBEM space 
game of diplomacy, exploration, economic 
expansion, and military conquest. The game 
has a strong wargame feel to it, and units and 
player positions are elegantly balanced. Each 
game has a new galaxy, so no two games play 
the same. You control a space empire 
composed of one of seven different racial 
types expanding from a single homeworld. 
Your goal is to control over half of the galaxy, 
either singly or jointly with up to a quarter of 
the players in the game. Pump R&D points to 
increase your combat, sensor, jump drive, 
and science technology. Balance your 
military and economic growth as you explore 
the galaxy and search for your neighbors. 
Drop off command centers on secure planets 
to monitor and direct your expansion. 
Centralize your production on a few planets 
or distribute your efforts. Most important, 
negotiate with other players while paying 
close attention to the planet tally to insure you 
are one of the winners. 

You can start off in single player Phoenix 
game to learn the rules and play the game at 
your own speed for only $1.00 per turn. 
Practice with each of the different races to get 
a feel for the strategies involved. Then, when 
you are ready, jump into a multi-player game 
for $2.50 per turn. 
wargaming skill 


You can test your 
in two player challenge 
Mercury matches, join into the diplomatic 
web of the 20 player Jupiter games, or sign up 
for anything in between. If you have an MS 
DOS machine with VGA, then we have a treat 
for you. The Phoenix Ambassador by Dan 
Moen of What Software ts available for free. 
It is a great graphical tool to help you browse 
through the galaxy and plot your steps te 
conquest. Dan spent a great deal of ume on 
the program and it shows, The program 
features nice artwork by Bart Van Bael. The 
200+ page Phoenix Player’s Guide is 
available for free ftp download on the Internet 
and CompuServe in the PBMGAMES forum 
We have printed copies available for $15. The 
Guide is filled with strategy and tips, so it os 
a great companion to arm-chair generals 
There are also several Unix based teols 
you can take advantage of including a bai 
simulator written by Steve Mann and an 
turn browser written by Jim Griffith 


tek 


MORE INFORMATION 
Yo find out more about 


Paper Wade 


can view our Web page at hittp:// 
www.den.com on the Internet, send Internet 
email to info@den.com, or download the file 
INFO.DEN in library 6 of CompuServe’s 
PBMGAMES forum. We also have files on 
America On-line - use the keyword PBM and 
look in the File\Library. 


Gamer’s Den 
PO Box 390755 
Mt View, CA 94039-0755 
Web Page: http://www.den.com 
Internet Readme: info@den.com 
Internet Support: support@den.com 
CIS Readme: INFO.DEN in vendor 
library of the PBMGAMES forum 
CIS Support: 73613,3472 


JAGG PRODUCTIONS 


Greetings PBM Gamers! We here atJagg 
Productions have had a very busy and 
successful year. Last June we released our 
first PBM game SED9: Glory War and have 
grown by leaps and bounds since then. We 
have developed another successful PBM 
Game, The City of Milanas and have a few 
other ideas in the works. Our goal for our 


next year of PBM gaming is to increase our 
player base and continue to improve on the 
quality of our current games. SED9 has been 


A Duel of 
A Different Color 


The Award Winning PBM Game 


This is the game that defined it’s own 
category. It's a blend of roleplaying and action 
fighting. Create your characters, pick their 
skills. guide their training, compete in 
tournaments, and boast at Dunbar's. These are 
just a few options you have when playing 
DUEL. Grow with the new Skills, Powers, & 
Courses series. 


Now with Tinctures 101 
expansion module! 


Monthy or Biweekly 
playing options. 


Start-up packages for 
$15, includes 
rulebook and two 
turns + S&H 
Rule books $7, 
includes rulebook + S&H. 


For more details, see our 


Fractal Dimensions 
17-29 Main St., Ste. 316 
Cortland, NY 13045 
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quite successful with our small group of 
players and has evolved quite a bit based on 
player suggestions and feedback. The City of 
Milanas, a fantasy PBM of unlimited scope, 
is still growing and has been received fairly 
well to date. 

For the months of June and July we are 
offering an anniversary special for both 
games. With your letter of interest 
mentioning Paper Mayhem, you receive the 
rules to either game free! You also will 
receive two free turns to get you started. 
After that the current pricing schedule for 
turns applies. We would like to also take this 
opportunity to say thank you to all the people 
who have given us your support during the 
past year. A special thanks goes out to David 
Webber for all his support and help. Thank 
you all and have a great summer. 


Jagg Productions 
C/O Adam Blagg 
HCR 02 Box 120L 
Doe Hill, VA 24433 
phone/fax (540) 396-6127 
email: Kleeng@aol.com 


LLUCKY LLAMA GAMES 


Odyssey 

Join in on the Odyssey fun! A new game 
of the Heroes’ Quest module with forty to 
fifty players is starting every couple of 
months. Sign up now and find out why this 
incredibly versatile and wildly popular game 
is drawing rave reviews! 


Adventurer Kings 

We are currently filling the following 
games: 
* 15-day full-diplomacy 
* 21-day full-diplomacy 
* 15-day no-diplomacy 
* Super AK (played on a larger map with 
over 20 players) 
* Earth AK (ona map of the earth with over 
20 players) 
* Super AK Champion of Champions game 
(there is no formal 

definition for AK Champion. If you feel 
you’re ready to swim 

with the sharks, sign up now!) 


Krahlizek 

Krahlizek is a closed-ended game of 
strategic warfare. The straightforward basic 
rules are enhanced by the choice of 
“innovations” every turn. Will you pick 
“Tanks” to directly increase your military 
strength or “Coinage” to allow increased 
taxation of your citizens? An updated color 
map of the world comes with every turn. 
Krahlizek is steadily gaining in popularity as 
more and more players discover the elegance 
of the game system. 


Phoenix 
Phoenix is the elegant strategic space 


conquest game from Gamer’s Den. If 
you’ve found the Phoenix reviews intriguing, 
but you don’t have access to electronic mail, 
you’re in luck! A special turn forecast and 
error checking procedure lets you catch 
errors before they happen. There is currently 
no setup fee for Phoenix games, so sign up 
now! 


You Rule! 

We always have a regular game and an 
anonymous game filling in You Rule! Right 
now we’re running a head-to-head tourna- 
ment. Sign up with your best friend or worst 
enemy and play on a special twenty-five 
province map. Winners will play winners 
until we have a champion. 

Now that we have more games and more 
customers, we’ve set up a separate phone line 
for our fax machine. Our fax number is (415) 
712-0284. Our phone number continues to 
be (415) 712-0283. 


Llucky Llama Games 
80-Q North Cabrillo Highway 
Box 226 
Half Moon Bay, CA 94019-1667 
Phone (415) 712-0283 
Fax (415) 712-0284 


MARGUERITE DIAS 


It never has been more exciting for us, 
but before we clue you readers in on what’s 
happening within our tiny Play-By-Mail 
realm <grin>, we'd like to volunteer a bit 
of a warning: our PBM games are not meant 
to be played by everyone. Our games have 
been specifically designed for a mature 
audience and, as a result, we absolutely insist 
on a written, signed statement from each new 
player attesting to the fact that he or she is 18 
years of age or older. Without this statement 
on file, we won’t permit an individual to 
participate in any of our games. Granted, 
we're restricting our market, and thus our 
profits, but we feel it is more important to 
remain true to our gaming themes. 

Having said all this, let’s go on to the 
latest and greatest news. 

Kavernes, our PBM game of explora- 
tion, intrigue and the bizarre, continues to 
persevere, ranking well within the top 25 in 
the Paper Mayhem rankings, attesting to the 
fact that it has found its own beloved niche 
within the hearts of its postal games. The 
theme is a simple one: a solitary character, 
down on his luck, seeks undreamed riches 
within a fabled underground labyrinth known 
only as the Kavernes. For a paltry $6.00 you 
can launch a character’s journey into the 
Kavernes. And for this small sum you'll get 

the rules, setup, and two turns; thereafter, 
Kavernes costs only $1.50 for a three-Action 


turn. 

Now let’s discuss New Dawn, our 
supreme fantasy roleplaying game set on the 
wondrous isle of Extraordinaire. 

Picture an exotic expanse, filled with an 
intriguing mix of cultures, ones you won’t 
find listed in any geography book. You find 
such races as the Gorgon, Scorpio and 
Vampyr just to name a few. 

And the professions that player 
characters can pursue in New Dawn are just 
as fascinating. One can assume such esoteric 
skills as Druid, Kaleido, Thief and so many 
more that it almost defies imagination. 
There are well over 100 professions that can 
be chosen, including a variety of combat- 
oriented ones. 

Finally there are the religions. For 
those who are so inclined, faiths such as 
Aero, Damned, Earth and Void among others 
can be selected. The gods can be merciful or 
cruel, it simply depends on how they are 
approached...and respected. 

If you’re seeking depth in a fantasy 
roleplaying environment, look no further 
than New Dawn. Nothing we have seen 
offered in Play-By-Mail has rivaled New 
Dawn’s scope...and that’s not a shock to us, 
since we’ve devoted years to its design and 
moderation, and we’re still making improve- 
ments, constantly trying to expand the power 


You have lived amongst us for centuries, battling against those 
of your Kind to be the last --- to win The Prize. You have 
sharpened your skills and your blade, for in the end you Know... 


There can be only one! 


of our fantasy roleplaying vision. 

Joining New Dawn is simple, even if not 
inexpensive. For $15.00 you can obtain our 
rulebook; the price, may seem steep, but we 
furnish all newcomers with a massive tome 
(more than 120 pages) which serves as a 
compilation of background material, docu- 
mentation and illustrations presented in an 
clean layout. If you find the rules to your 
liking, then a setup in the game can be 
arranged for another $7.50, enabling a 
newcomer to develop a configuration 
package for a starting party of up to four 
player members. Finally, once a position has 
been created, tums for New Dawn, 
depending upon length and complexity, can 
on the low end, run the gamut from $2.50 to 
$5.50. 

And for Paper Mayhem patrons we 
have several special offers. For $2.00 we 
will send any reader of this magazine the 
most current New Dawn newsletter (what 
better way to get the flavor of the game?). 
Secondly, because they are available, and 
because they are highly entertaining and 
because they are a superb way of showing off 
the classics New Dawn style of narration, 
exciting turns from the “old days” (prior 
versions of the game) are being offered to 
readers at $5.00 per copy, complete with 
player orders; at this point we have two 


dozen “golden age” New Dawn 
available for purchase at $5.00 each. 

Next we come to Cyberfringe, unique 
“sleeper” of a game, our cyberpunk thriller. 
We pulled this game off the market some 
time after its initial launch a year or so ago. 
After much tinkering and experimentations, 
we are now prepared to release the second 
version of Cyberfringe..call it the Second 
Coming if you will <smirk>! This new 
incarnation will have a more sophisticated 
graphic interface for the PBMer and should 
move forward at breakneck speeds. Players 
assume the role of a quasi-hacker entering a 
bizarre worldwide electronic network, a 
virtual netherworld of wirepirates, nerds, 
phreaks, etc. 

Sign up now and become part of a new 
and truly innovative PBM roleplaying game, 
one which offers you the perspective of a 
cyberpunk, probing about a high-tech empire 
of the unreal. For an entry fee of $6.00, you 
can receive the rules for Cyberfringe, a setup 
and a free first turn. Thereafter, a basic turn 
is $2.50 and a double turn is $5.00. 

Last, but not least, comes our newest 
game, City of Tombs. We can’t possibly tell 
you how excited we are about this one, a 
fantasy roleplaying offering we’ve had in the 
works for over a year now. Take a fine game 
like our New Dawn, dramatically increase 


turns 


Jor free start-up kit and introductory rules 
or for more information, please write to: 


Claemor Entertainment, Inc. 
PO Box 457 San Ramon, CA 94583 
| Email: Claemor@ aol.com 
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the graphic detail, shorten the game 
responses so they’re easier to assimilate, 
accelerate the ability to learn different skills 
and abilities, boost up the turn cycle to every 
two weeks, heighten the player-to-player 
contact, sweeten the exchanges between 
player and non-player characters and perhaps 
most importantly, drop the pricing to a 
quarter of what it might have been...and 
what do you get...City of Tombs. 
The game is set on a far future Earth. 
But don’t expect spaceships and laser guns 
and teleportation devices in this world. 
Civilization has vanished, destroyed thou- 
sands of years before by successive 
worldwide nuclear and biological holo- 
causts. What remains is a sprawling and 
highly dangerous wilderness, dotted here and 
there by small, isolated villages, struggling 
merely to survive. There is one exception, 
the City of Tombs (frequently referred to as 
Cot) is a dead metropolis, an enormous, 
walled, urban ruin. For villagers , Cot has 
always been there. 

As might be expected, each game 
entrant assumes the role of a character who 
has made the momentous decision to break 
away from her or his village and seek destiny 
and glory somewhere within the midst of the 
strange and unknown City of Tombs. For 
$5.00 a person can receive rules and setup, 
consisting of a single human adventurer. 
After a game position has been initiated, a 
person can submit a turn, which can vary in 
price, but ranges from $1.75 to $6.50, 
depending upon the level of involvement of 
the player controlled character. Each turn 
can consist of up to a maximum of twenty 
orders, each which costs $0.25, along with a 
customary $1.50 processing fee. 

To begin play in Kavernes, New Dawn, 
Cyberfringe, or City of Tombs simply send us 
a check (made payable to “Marguerite 
Dias”), along with a signed statement 
indicating that you are 18 years of age or 
older. But, we’ll caution you: once you’ve 
taken the “PBM plunge” with us, the real 
world might seem a tad smaller in 

Marguerite Dias 
1650 Sequoia Avenue 
Tracy, CA 95376 
P? OF THE PBM GAMER 
Information on play-by-mail games 
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PAPER MAYHEM 
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NORMAN CONQUEST GAMES 


I was very flattered by the reviews of 
Captain’s War in Issue #77. I found both 
generally accurate and so have a couple of 
other players. I did want to mention, since 
both referred to it, I never started a closed- 
ended game due to the lack of interested 
players. I could try a small close-ended 
version for 5 players and a few colonies. Let 
me know if you have any interest. 

Also, the largest possible ship is size 
65,535, contrary to what one review 
reported. This is merely the largest number 
the program can handle. I don’t expect any 
player to ever have a ship that large, but all 
are welcome to try! 

Captain’s War is going strong! Come 
on and join in! Fly a spaceship among the 
stars trading in resources. Compete with 
others as you try to amass the most wealth 
and expand your operations with more ships. 
Captain’s War is an open-ended game which 
is computer moderated, running approxi- 
mately every two weeks. There is still plenty 
of room and plenty of opportunity in Game 
One. 

Anyone interested in a three week turn 
around for Captain’s War, please let me 
know. I need five or six people definitely 
interested before I can start a slow game. 

Anyone who would like to review the 
rules for Captain’s War before signing on 
can receive a copy by sending $4.00. 

Playtesting for The Battle of Gettysburg, 
the first scenario for the PBM Game 
Constructor, has begun! I could still use a 
few more playtesters. Gettysburg is a two 
player game lasting 36 turns. The setup cost 
will be $36, which will include rules, setup, 
map, counters, and the first 12 turns. 
Because it is a two player game, I will need a 
degree of commitment from players. 
Therefore the admittedly high setup fee will 
be non-refundable. Before getting a setup, 
players are encouraged to get a copy of the 
rules. They should be available this summer 
or early fall after a sufficient amount of 
playtester input allows me to complete the 
final draft. The rules will cost $3.00 which 
will be credited to you upon setup. 

The Battle of Midway will be the second 
scenario for the PBM Game Constructor. It 
will also be a two player closed-ended game. 
If you may be interested in helping me test 

Midway of Gettysburg, please drop me a 
line. 

Norman Conquest Games now has a web 
page on the Internet. The address is http:// 
www.tiac.net/users/conquest. I can receive 
E-Mail at conquest@tiac.net. On the web 
page I have placed short descriptions of 
Captain’s War, The PBM constructor, and 
the Battle of Gettysburg. I have begun to 
“html” ize the rules for Captain’s War. 

As always, if you want more informa- 


tion about Captain’s War, The Battle of 
Gettysburg, The Battle of Midway or future 
games to be offered, don’t hesitate to drop 
me a line. 
Jason Lee Poultney 
Norman Conquest Games 
PO Box 1064 
Garnder, MA 01440 
http://www.tiac.net/users/conquest 
E-mail: conquest@tiac.net 


PRIMETIME SIMULATIONS 


NEW! NEW! Rulebook! NEW! Abili- 
ties! NEW! WCVIEW! NEW! Variations! 
NEW! NEW! Don’t worry, we haven't 
changed the basic WORLD CONQUEST 
game in any substantial way. Some units 
have been enhanced, but the game system has 
remained the same. We’ve rewritten the 
tules to reflect the changes and to clarify the 
‘grey’ areas where we’ve typically been 
questioned. 

The game processor has received a 
major overhaul. This gives us the ability to 
Tun many new variants of WORLD 
CONQUEST. The first version we’ll offer 
will be ADVANCED WORLD CONQUEST, 
which will be WC with enhanced Air Power. 
It will also provide players a bridge between 
WORLD CONQUEST and MODERN WORLD 
CONQUEST. In the future we plan to offer a 
CIVIL WAR version of WORLD CON- 
QUEST and an ANCIENT version. After that 
we'll be flying off to OUTER SPACE 
WORLD CONQUEST! 

WORLD CONQUEST puts 12 players on 
a 50x60 square map using WWII type units. 
To win, a player must be the first to take and 
hold 12 cities for 1 turn. The game system is 
both simple and challenging. Over the years, 
thousands of gamers worldwide, have found 
that WORLD CONQUEST provides a fair and 
consistent test for all types of players. 

Are you and your friends tired of 
automatically losing your first game in a new 
system? If so, you'll love WORLD 
CONQUEST. Your gaming skills are far 
more important than your knowledge of the 
rules, and we always offer games limited to 
beginning players. 

ELECTRONIC WORLD CONQUEST: 
Our WCVIEW software is FREE and can be 
used to graphically move your units around 
your game. As you enter your orders, you 
also see what your best strategies might be. 
Its fast, easy and fun. It can be used for 12 
player games, MODERN WORLD CON- 
QUEST, Head-to-Head games and variant 
games. WCVIEW prepares your turn for 
either the Internet or our BBS. 

Prime Time Simulations 
PO Box 650 
Pinole CA 94564-0650 
ptsbill@crl.com 
http://www.dnai.com/ ~ conquest 


THE FIFTH BATTLE SQUADRON: 
A JUTLAND PERSPECTIVE 


In late 1994 I had the pleasure of 

assuming command of one of the finest 
collections of battleships of all time. The 
game was Thunder at Sea and the scenario 
was The Battle of Jutland (31 May 1916). All 
told there were some 45 player positions 
controlling over 250 ships in this scenario, 
i.e. every ship present in the real battle 
except for one neutral merchant vessel and 
one British seaplane tender. In my 
command, the Fifth Battle Squadron, were 
four of the five battleships of the Queen 
Elizabeth class. My ships were fast, capable 
of steaming at 24 knots. They were big, over 
32,000 tons fully loaded with a thirteen inch 
thick armor belt. And they were powerful, 
with eight fifteen inch guns, fourteen six inch 
guns and eight torpedoes each. They had 
ample ammunition and good crews. All in 
all, a very fine command. 

Before I go on, perhaps I should discuss 

the background for the battle. Like World 
War II, the naval war in World War I 
consisted on a German Navy desperately 
playing catch-up to a larger, stronger British 
Navy. Its own world trade having been cut 
off, Germany’s best chance at defeating 
Great Britain lay in cutting off HER trade by 
disrupting the sea lanes that fed her. To do 
this Germany would send out both U-boats 
and surface raiders, but they could be hunted 
down by elements of the swift British 
Battlecruiser Fleet. Each navy actually had 
two separate fleets, a swifter, smaller fleet 
and a slower but much more powerful fleet. 
The Battlecruiser Fleet rarely sailed at the 
same time as the British Grand Fleet, so 
Germany planned to catch it at sea alone, 
with both of its fleets. If they could pull it off 
the German High Seas Fleet would have a 
significant firepower advantage and with 
Germany's Scouting Fleet preventing the 
British from retreating, the British would 
lose the swiftest elements of their navy. 
Sinking the Battlecruiser Fleet would 
therefore help to defeat Britain's navy in 
detail and it would make it much harder for 
Britain to stop more of Germany’s swift 
surface raiders from getting into the North 
Atlantic sea lanes. Its effect on German 
morale was just as important, as the public 
was demanding to know if its expensive 
fleets would ever fight. 

From the British point of view, her 
concern lay in keeping all German forces 
bottled up in her harbors. If she could do that 
long enough the embargo on Germany would 
eventually result in her defeat. If she could 
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entice the entire German Navy out, though, 
and sink it en masse, a naval disaster 
combined with the tremendous manpower 
losses she was racking up in Verdun might 
have been enough to force the Kaiser to sue 
for peace in 1916. England had intelligence 
data that elements of the German Navy would 
be sailing and actually went to sea four hours 
before the Germans did! 

The final result of all these schemes and 
counter schemes was that for the one and 
only time in the war both combined fleets met 
each other in a great battle west of Jutland 
Bank on May 31, 1916. The British 
Battlecruiser Fleet lay some 50 to 60 miles 
southeast of the slower British Grand Fleet at 
3:30 pm (1530 hours), the beginning of the 
battle. The Fifth Battle Squadron was 
usually an independent command in WWII, 
but on the day before the battle of Jutland she 
was attached to the Battlecruiser Fleet. 

Turn 0 (1548 hours local time): My 
starting setup is historical position, which is 
to say, it stinks. My squadron is some six 
nautical miles (12000 yards) behind and to 
the northwest of its companion ships in the 
British Battlecruiser Fleet. The German 
Scouting Fleet, our primary foe at this stage 
in the battle, lies due east of us, cruising 
south as we are cruising east by northeast. I 
have ten of the worst escorts in the British 
navy, 750 ton torpedo boats with two four 
inch guns and one torpedo tube each. And 
they can only steam at 27 knots, slower than 
many of our light cruisers. Since I can’t turn 
without ramming my escorts, I decide to go 
straight on turn 1, and order my escorts (and 
thus myself) to do the same on turn 2. Thus 
even on turn 0, I have to commit where I shall 
be sailing two turns (24 minutes) later. This 
is very irritating but the Germans have the 
same troubles so I am not concerned. 

Turns 1-5 (1549-1648 h): The word 
comes in from Vice Admiral Beatty on Turn 
1, turn to the southeast. I was expecting the 
order, I'll do it turn 3. The big surprise on 
turn 1 is the charge of the German II Torpedo 
Flotilla, ten of the finest destroyers in WWI, 
each over 1500 tons with four 4" guns and six 
torpedo tubes each, and capable of steaming 
at 36 knots. They position themselves to my 
east-southeast, clearly with the intention of 
coming in to torpedo range if I turn to the 
southeast on turn 2 (the historical move of the 
Squadron). Luckily I hadn’t yet read about 
the battle and had already ordered my ships 

to go straight on turn 2; so the German 
destroyer squadron misses me completely. 


Most of my escorts peel off into a big melee 
to my south and west, though. Meanwhile to 
the southeast, the Battlecruisers on both 
sides are engaging one another and a vast 
cloud of smoke is hiding that entire area of 
sea from my view. 

So, on turn 3 I make my move to the 
southeast. By now the German DD force has 
scattered and is exchanging fire with my 
former escorts. Or should I say, firing on 
them unopposed, because the player running 
my escorts missed the turn. The practical 
effect of this is my ships turn but my lone 
escort on my southern flank does not, scratch 
one torpedo boat--and ten knots off the speed 
of the Valiant. I have battle instructions to 
steam west if any ship falls below 18 knots, 
but since there’s a whole enemy DD 
squadron over there I decide to slow my 
battleship line instead. Sure wish I could see 
something to fire at, I keep having to duck 
destroyers. On turn 5 a German destroyer 
slams into Valiant, at 36 knots, but the 
damage is minor, only about 50 points 
overall of my starting 670 (each 50 tons =one 
hull point). 

Turns 6-7 (1649-1712 h): Finally my 
ships, still steaming southeast and waiting in 
vain for more orders from Vice Admiral 
Beatty, can see a target. Its the Von Der 
Tann, one of the smaller German 
Battlecruisers. We take it out, with lots of 
help from other forces, but not before it 
slams Barham with two 11" shells, and -80 
hull points. One of the high points of this set 
of moves is putting a torpedo into a German 
light cruiser at 800 yards. A Battleship 
torpedoes a cruiser, YEA! After all this 
sailing, when the smoke clears we see that 
we've actually moved from being northwest 
of the British battlecruisers, to southwest of 
them. So just as we're about to sail to assist 
them, our missing Admiral finally issues one 
order--REX, which is an order to pull off and 
move north toward our incoming but still far- 
off Grand fleet. 

Turns 8-10 (1713-1748 h): By now lve 
lost all my escorts, so off I go into a big 
smoke cloud where survivors of the big 
destroyer melee, including a British light 
cruiser squadron that tangled with the 
German DD’s are still limping along. lts noi 
the direction I would have chosen but Vice 
Admiral Beatty ordered it. My colleague. 
Rear Admiral Packenham, commander ef > 
Ist/2nd Battlecrusier Squadrons, isn 
lowing the fleet order (isk, isk 
Battlecruisers that could make steam wer 
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still headed east by northeast towards what is 
apparently left of the German Scouting Fleet. 
Anyway I ram a light cruiser by accident, 
losing a few hull and a couple of knots along 
the way, when out of the smoke to my west I 
see the entire German High Seas fleet headed 
east-northeast right for me, AND I see to my 
northwest and north the leading elements of 
the Grand Fleet. All told I can see about 150 
ships within 30000 yards of my position, 
hidden inside the smoke cloud. 

If I keep heading north-northwest, I’m 
going to ram British ships, and if I go 
northeast or east I’m going to ram the Third 
Battlecruiser squadron, and if I go west I’m 
going to be rammed by heavy cruisers AND 
get shot at by 20+ German Battleships 
before any help would arrive. What a tight 
spot. I am forced to make a hard turn to port 
to try to go due south and cross the T of the 
southern part of the German fleet. 
Unfortunately the Second Cruiser Squadron, 
which had been north-northwest of me 
heading south, should have stayed clear of 
the cloud. Instead he tries to hide in it too 

and winds up ramming two of my ships, the 
Barham and the Warspite, at 20 knots. Now 
a destroyer ramming a 33000 ton battleship is 
no big deal but a heavy cruiser is another 
story. Both battleships end the turn dead in 
the water, flooding all over the place, and in 
all likelihood not long for the world. That 
CAs Shannon and Minotaur are in a similar 
State is little consolation. At least the 
crippled BBs can still fire, and the other two 
battleships, the Valiant and the Malaya, 
complete their turnabout and find themselves 
in a perfect ambush position, crossing the T 
of the southernmost battle line of the German 
fleet. My four ships are facing a line of 
Koenigs (big bad German battleships) at 8- 
10000 yards and closing, and as it turns out 
the Germans can’t see any of us. True, there 
is also a German destroyer squadron and a 
German cruiser squadron south of their main 
body, but I can’t worry about them and in the 
end they'll sail into the rest of the 
Battlecruiser fleet, and their deaths. 
Turns 11-13 (1749-1824 h): This is the 
turning point of the battle. Far to the north, 
German battleships are colliding with one 
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another and with British destroyers, losing 
speed as the Grand Fleet approaches. For 
our part we blast the heck out of the southern 
German Battleships, blowing up one of the 
two leaders and sinking the second, using the 
firepower of all four Queen Elizabeths. It is 
also about this time that a call went out for 
players to pick up some abandoned 
commands. The one I take over is the 
remnants of all of the destroyer/torpedo boat 
commands of the original Battlecruiser fleet, 
now down to 11 beat-up ships. They are 
scattered all over the place, which is good 
because it gives me an incredibly wide field 
of vision over the whole battle area. As the 
critical turn ends, the front of the German 
line is crippled and right behind them, 
steaming up quickly, are six pre- 
dreadnoughts, small old battleships that 
nevertheless can pack quite a punch as a 
combined force. I pester them with a few 
shells from my newly acquired destroyers 
and torpedo boats, while forming a 
smokescreen around and in front of my two 
steaming battleships, Malaya and Valiant. 
Finally, as the pre-dreads close into the range 
of Warspite and Barham’s belching guns, my 
other two ships also emerge from the smoke 
and blast all six predreads at a range of 3000 
yards. Those 15 inch shells cut through their 
decks like they were made of paper, leaving 
six sinking or crippled ships behind to be 
taken out later. So ina span of three turns my 
four ships have effectively taken out eight 
enemy battleships, without even being fire 
upon. 

Turns 14-22 (1725-1915 h): In the 

following turns my mobile forces push west, 
south of the German main fleet, seeking a 
force of six enemy battleships that had 
apparently rammed each other earlier and 
had not yet regained their steam. We blast a 
third Koenig along the way. We then have an 
ugly encounter with a pair of German 
destroyers and a light cruiser, but we come 
out of it unscathed, except for beginning to 
run low on ammunition for the 6 inch guns. 
We pass right by an enemy battleship that 
managed to hide in smoke, and blast another 
but don’t see what became of it. Finally we 
reach our destination, a messy area with the 
wrecks of British destroyers and cruisers 
around a core of four crippled German 
Helgoland class battleships. We smite them 
severely, taking only minor damage, though 
we lose two destroyers in the battle. In the 
end, only one German battleship remains, 
steaming east away from us, but now well in 
range of those battleships of the Grand Fleet 
which have blasted their way through the 
northern and central line of German 
battleships. 

Meanwhile, one of my destroyers is 
hurrying through the area where the center of 
the German fleet used to be. It spots a single 
German battleship steaming east at high 


speed. I detach Warspite (which now has my 
Rear Admiral aboard, Barham is sinking) 
from her leisurely pounding of the pre-dreads 
to take on this new foe. I catch it completely 
by surprise, dropping its speed to 6 knots, 
again just as the Grand Fleet appears to the 
north in a position to finish it off. 

By the time the battle is over (1915 
hours), the Fifth Battle Squadron has 
engaged 17 enemy battleships, crippling or 
sinking 14 of them. In return I lost the 
Barham to a collision with one of our own 
heavy cruisers and find the Warspite heavily 
damaged and Valiant and Malaya lightly 
damaged. My squadron commander, Rear 
Admiral Evan-Thomas, has also become 
commander of what remains of the 
Battlecruiser Fleet. The German fleet has 
been utterly destroyed, the British have won 
total command of the North Sea, and in all 
likelihood the war would have been over 
within weeks of such an overwhelming 
victory at sea. 

The biggest mistake the German Admiral 
made in this battle was to press on when it 
was clear that he was outnumbered and 
outflanked. Historically Admiral Scheer ran 
away, not a glorious tactic but when faced 
with almost two to one odds, a pretty smart 
one. He had hoped to catch the Battle Cruiser 
fleet alone but instead it was he who was 
caught, and in this scenario stayed to the 
bitter end. Still, given the period of time the 
squadron commanders of the High Seas had 
sailed just to get into battle (8-10 turns) one 
can’t blame the players for staying and 
fighting even if they did get blown away. 
Still, they would have done far better than 
they did, if the Fifth Battle Squadron had not 
single-handedly stopped their southern 
battleships from pushing into the area where 
no fewer than four crippled British 
battlecruisers (and, after the collisions, two 
of my ships) were trying to stay afloat. My 
squadron stopped any chance of them 

flanking the Grand Fleet, then turned the 
tables by flanking them in turn. The 
awesome firepower of my ships, their size 
and speed and the fact that late in the battle I 
had destroyers leading them by one turn to 
identify their targets, made my deadly job a 
very fun one. 

I’ve played in a lot of tactical naval games 
but this game has the most realistic feel of 
them all, and I wholeheartedly recommend 
Thunder at Sea to any and all. I doubt that the 
Jutland scenario will be run again soon, but 
when it is I very much envy the next player 
who gets command of the finest ships in the 
Fleet, the Fifth Battle Squadron. 

For more information on Thunder at Sea, 
contact: 

Coconut Council Inc. 
6509 Eliot View Road 
St. Louis Park, MN 55426-1817 


ADVANCED GAMING ENTERPRISES 
Crack of Doom 

Outside the Elven city of Hawks Aerie in 
the region known as Narga Moor the 
Stormriders (Chaotic LOOT Orcs) smashed 
the Ice Walkers (Lawful PTL Humans) while 
the Ist Ghermarken Guard (Chaotic LOOT 
Orcs) and the Thunderherders (Chaotic 
LOOT Orcs) crushed Ice Mountain (Lawful 
PTL Humans). 

At Aldaria, located in the Lomorian 
Forest, the silver Orb (Zraxxut worshiping 
LOOT Gnolls) and Dead Zone (Chaotic 
LOOT Ogres) bombarded the heavily 
fortified Eleven City with artillery and 
missile weapons. The Elves fought bravely 
despite overwhelming odds and with their 
stout defenses proved victorious. However, 
the Elves of Aldaria are greatly outnumbered 
and without support they will eventually fall 
before the vast hosts which now assail them. 

In other battles: Anubis’ Lot (Chaotic 
Gnolls of the Dark Lords Alliance) 
devastated the Dobergnolls (Kanaph-Ruach 
worshiping Gnolls) in the region known as 
Phokasia while on the Crystal Plains Vraxoin 
(Lawful Terminator Giants) destroyed the 


Legion of Orok (Goblins of the Diner’s 
Club). 


CTF 2187 
Arena #240: Turn #9 saw the battle for 
the lead becoming even more intense as Side 
#2 moves to within 0.04 of being tied with 
Side #4 for the lead. Since Side #4 is down by 
a Bot, Side #2 has a good chance for the team 
victory as we come to this games’ final turn. 
In other news, this turn saw the game’s 
fourth and final CP Kill as Captain Lawren 
Goldcrest destroyed Command Post #2 with 
Mini Missile fire from his Cutter. The best 

Bot Victory Rating is 4.20. 

Arena #241: Turn #8 was the last of this 
contest and saw Side #2 expanding their 
already considerable lead and winning the 
game! A victory for THE PRIDE! This turn 
saw the casualty count continue to rise as 
Cadet Je-ho-ran-ji-nen was slain after his 
Gnat took a Heavy Laser blast through the 
Right Front Torso from Cadet Sirocco’s 
Hornet. Cadet Je-ho-ran-ji-nen, though in 
his first contest, had been a strong contender 
for the Individual Victory, having died with a 
Victory Rating of 3.53! Also destroyed this 
turn was Command Post #1. The CP Kill was 
awarded to Cadet Quiet Man who supplied 
the coup-de-grace with the PBC of his 
Devastator (he also captured the Individual 
Victory). The best Bot Victory Rating was 
3.94. 


Arena #244: Turn #7 saw only Side #3 
scoring effectively as they moved into a 
virtual tie for second place. This turn saw a 
large number of casualties starting first with 
Cadet Pinky Bone’s destruction of Command 
Post #1 with Mini Missile fire from her 
Hornet. At about the same time Captain 
Pressure Cooker ejected from his Hornet 
(VR=2.88, DR=2.78) while later in the turn 
Lt. Shandar was slain after her Warmachine 
took a Heavy Laser hit through the Right 
Front Torso from Cadet Jerek Loren’s 
Warmachine. This turn’s casualties leave 
Sides #1 and #4 with only one Bot each! One 
more loss to either team and they are out of 
the game no matter what their team rating! 
The best Bot Victory Rating is 5.90! 


ENTERTAINMENT PLUS MORE, INC. 
Adventurers Guild 
(from the personal notes of Posthumus Voo) 

The evil continues to expand in Barstow 
and it worries me. My niece Yvonne seems 
unwilling to do anything about it directly. 
She has more influence, I think, than she 
knows. If someone could only remove the 
sunstone from its current keeping in an evil 
temple, and place it in a good, or at least 
neutral temple, its influence may help to 
restore some balance to a city formerly more 
neutral than evil. Perhaps I'll have to take 
matters, at least to a degree, into my own 
hands. 

I recently heard that the mysterious Man 
in Gray has left Ciston and turned up in 
Antar. Who he is or what his intentions are I 
have no idea. Perhaps if he comes to Barstow 
I'll have a chance to speak with him 
personally. He gave a gift, a gray robe like 
the one he wears, to Bumble Bounce in 
Ciston. What is his purpose? What does he 
seek? He is obviously a being of great power. 
I would go to Antar - would have gone to 
Ciston - to see him if only my health 
permitted it. Curse that which ails me! 


SSRENGIAS GO WHAT. 
MONEYS WHO CARES. 
TITLES? iG DEAL. 


BLOAT? DOW WE'RE 


TAL. 


JAGG PADOUCTIONS 


PBK ACTIVITY CORNER 


Cursed be this curse! 

The guild members of Barstow seem to be 
enjoying my riddle game. The number of 
responses is always quite numerous, and 
most of the answers are correct. They really 
are quite clever, these guild warriors and 
mages. An amazing menagerie of personali- 
ties. I hope they enjoy my riddle game as 
much as I enjoy their responses and the 
dialogue my game elicits. Zarabeth, I 
believe, though I’d never tell her, is really 
quite amusing in her answers- always some 
kind of joke but one thoughtfully conceived, 
although perhaps a bit facetious. 

This Rat Czar character continues to 
harass the Ciston guild. He finally has shown 
himself in combat. Several members of the 
guild there were patrolling the city and 
encountered the Czar and several of his rats - 
diseased ones I think. The rats defeated the 
guild members soundly. I hope in the near 
future the outcome is different. The Czar is a 
threat to us all. I question his sanity, but the 
insane are sometimes the most dangerous of 
all. 

The tournament was, I have heard, quite 
an event. Several surprises among the 
winners, including a greater number of elves 
than ever before. If only I could have 
attended. 

More and more rumors continue about 
someone named Korrun and something to do 
with eliminating the Vampire King in Antar. 
I've never much cared for Vampires, but 
they are not the type who strive to take over 
the world. Indeed, they provide a certain 
level of constance to the undercity. But they 
do, after all, kill humans and humanoids to 
feast on. It would be interesting to speak with 
a Vampire at length, to attempt to understand 
them better. Perhaps the Vampire King 

would be willing to grant me an interview. 
But how do I ask him? 
As with all the worries and dangers to our 
world, the greatest challenge is to motivate 


MAIL REQUESTS TO: 


JAGG PROD. 
C/O ADAM BLAGG 
HCRO2 BOX 120L 
DOE HILL, VA 24433 
703-396-6127 


those in power or of power to make a stand 
and to fight if necessary. Too often, I think, 
the guild members concern themselves only 
with their own activities, ignoring the larger 
perspective. But then, that has always been 
the weakness of our kind. Complacency is 
our greatest enemy. But it is impossible to 
defeat. ... The day grows dark. I have much 
to accomplish tomorrow. Sleep, though 
nearly impossible, is something I must still 
attempt. 

(To find out how to join in the fun in 
Adventurers Guild, see Entertainment Plus 
in the Gameline section of this issue). 


FLYING BUFFALO INC. 
Battle Plan Games 
BP-1237: Frank Riskey. BP-1238: Glen 
Chip Greer. BP-1239: Dana Dewey. BP- 
1240: Steve Allen. BP-1241: Daniel P. 
Lewandowski. BP-1242: Glenn Duval. BP- 
1243: George Kitchen. BP-1244: John H. 


Seman. 


Feudal Lords 
FL-136: Michael L. Holt. 


Mobius I 
MO-30: Mark Teska. MO-S/70: Richard 
Sobocinski 


Nuclear Destruction 


ND-813: George Sourlis & Todd 
Ralston. ND-814: Todd Ralston. 
Starweb 
SW-1221: John Shannonhouse. SW-1231: 


Thomas Cagley. SW-A1219: Ray Pate & 
Charles Stamos. SW-A1232: Chalres 
Stamos. SW-AM/166: Mark Freese. SW-M/ 
167: John Gardner & John R. Fulmer & John 
Symons (3-way tie). 


World Wide Battle Plan 
WW-128: (1939 GAME) James Torkelson. 


WW-150: (REAL FORCES) Bill Muriella & 
Ken Dulin & Bret Bogenschneider & Ronald 
Haulman. WW-153: (1939 GAME) Steve 
Vierra. WW-157: (REAL FORCES) James 
Kline & Dave Hudnall & Joe Hix. WW-162: 
(EQUAL FORCES) Jeff Gargrave. WW- 
A155: (PARTNERS ANON) Robert Taylor 
& Dave Taylor. 


FRACTAL DIMENSIONS 

A Duel of A Different Color 
Awards: Catadu University pays tribute 
to the instructors of the Shades of Twilight 
and Sound and Fury, who recently secured 
the achievement award for having all their 
team members reach the rank of Shade. Dr. 
Light, the instructor of the Lords of Light, 
and the instructor of Saracen’s Fold, also 
recently attained the achievement award for 
having all their team members reach the rank 
of Tint. A special tribute goes to the 
instructor of The Warlocks of the Mist, Lord 
Bogg, who received the honor for having his 
whole team reach the level of Tone. For 


graduates, the university would like to 
commend, Gemmi, instructor of the 
Sparklers, and her student, Tanzanite. 


Tanzanite was hooded and became a Pigment 
in the Violet sect on April 6, 1996. The 
Council of Colors send their congratulations 
to all the instructors who won achieved 
awards. Hola! 

Battles for Color: The battle for the Red 
Color position will be between Bloodshot of 
the Rising Sun and Pierre of the Winter 
Flowers. Looking down the road, the battle 
for the Yellow Color will be between Divine 
Wind of the Rising Flowers, Bollo of the 
Winter Flowers, ad Diamond of the 
Sparklers . In the Orange College, the battle 
for Color is locked in a three way contention 
between Maurs and Arpad of the Winter 
Flowers ad Gorgon of the Sparklers, 
formerly of the Blue Pearl., but Draxik of the 
Shades of Twilight is also a contender, The 


Just Released! 


STARSHIP COMMAND 


Play 1 or 2 ship Captains in an in-depth 


look at tactical space combat. 
Captains choose 
among 50 orders 


to run their ship. Deal with panic, 


damage contro! teams, communications, 
scanning, emergency orders, power allocation, a variety of weapons and 
spacefaring cultures. Design your own ship or play a pre-designed ship. Played 
in two dimensions. Rules $6.00. Setup for 1 ship games $5.00. Turns $4.00. 
Elite Simulations, P.O. Box 421252, Plymouth, MN 55442-1252 
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Green Color will most likely go uncontested 
to Black Martin of the Sound and Fury, but 
Saalierka of the Kaleidoscopik Ventures will 
eventually give Martin a run for his money. 
Tanzanite of the Sparklers and Six of the 
Sound and Fury will be battling it out for the 
Violet Color. The Blue Color will most 
likely be between Beldas of the Warlocks of 
the Mist ad Aladar of the Nightwings. 
Finally, the Indigo Color looks to be Dartheo 
of the Warlocks of the Mist, but Guhla of the 
Shades of Twilight and Hop Frog of the 
Conqueror Worm are running a very close 
second. 

From the Morgue: During the period 1/ 
13/96 - 4/6/96, no student has fallen in the 
face of The Dueling. The Council of Colors, 
along with the entire staff and faculty of 
Catadu, are totally shocked as Death takes a 
holiday at Catadu. With the Tournament of 
Colors just around the corner, there is sure to 
be some blood in The DUELING chambers in 
the future. 

Tournament of Colors: The Council of 
Colors hath proclaimed that the Second 
Annual Tournament of Colors shall com- 
mence on the 18th day of May in the year of 
1996 to celebrate the historical beginning of 
public enrollment at Catadu University. Any 
student, past or present, may partake in The 
Dueling festivities. The tournament will 
have three independent theaters running 
simultaneously. Placement in the theaters 
will be determined by the overall university 
ranking of each participant. Instructors are 
permitted to have multiple representatives 
within each theater. However, there is a 
restriction that representatives of the same 
instructor will not face against each other in 
a DUELING. The style of the tournament 
will be single round elimination. All match 
draws will be re-matched until a victor is 
determined or until three matches are 
completed which will result in a decision 
victory by the Council of Colors. There is a 


SS 


mandatory competitor regulation fee. All 
participants will receive double experience 
points for the tournament matches. All 
theater winners will receive special awards 
and prizes. All tournament matches will be 
held concurrently with regular DUELINGS. 
For more information, contact the tourna- 
ment directors at Fractal Dimensions. 

Skills, Powers, & Courses: Since 
February ’96, a multitude of students have 
enrolled in Professor Digby’s Tinctures 101 
course. The prerequisite for enrollment is the 
Alchemy Skill which can be purchased by 
spending earned experience points. Once a 
student has enrolled in Tinctures 101, ke will 
be allowed to investigate the preparation of 
certain magical potions that ke will be able to 
ingest before a DUELING, giving ker special 
powers. There is no limit on the number of 
tinctures a student may learn to concoct. Five 
elementary tinctures are currently explained 
and offered in the course with eleven optional 
tinctures ready to be found by archive 
research and intense study. The next course 
offering will be Flash & Dash. 


Catadu University Honor Roll 

The Black and White Colors bid 
congratulations to the newest teams of CU’s 
Honor Society. These teams are currently 
ranked the top fifteen best at the university. 


Team Name(#)/Statistics 
1: Winter Flowers(3)/120[1]-106-87 
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2: Rising Sun(25)/69[3]-33-13 

3: Sparklers(15)/84[0]-62-47 

4: Warlocks of The Mist(59)/97[1]-59-28 
5: Crystal Shards(42)/66[7]-40-17 

6: Sound and Fury(48)/76[3]-39-23 

7: Shades of Twilight(77)/69[2]-47-30 
8: Flamethowers(65)/67[{1]-19-16 

9: Conqueror Worms(57)/67[3]-68-33 
10: Nightwings(7)/82[0]-110-27 

11: Kaleido. Ventures(23)/66[0]-64-23 
12: Grey Sword Circle(37)/30[4]-13-9 
13: Wimps of Death(35)/41[1]-57-25 
14: Deadly Spectrum(9)/30[1]-24-25 
15: Black Shadows(61)/26[2]-35-15 


Note: All teams do not have five members. 
Therefore, the teams statistics might be 
misleading. Actual standing are done by 
averaging the team member’s ratings. 

The Council of Colors bid congratula- 
tions to the newest members of CU’s Honor 
Society. These students are currently ranked 
the top twenty best at the university. 


Student Name(#)/Statistics 

1: Bloodshot(25)/39[3]-12-5 
2: Gorgon(15)/27[0]-18-15 

3: Divine Wind(25)/30[0]-21-8 
4: Pierre(3)/26[1]-30-13 

5: Diamond(15)/24[0]-3-11 

6: Maurs(3)/26[0]-24-21 

7: Bollo(3)/26[0]-31-15 

8: Dartheo(59)/23[0]-5-6 

9: Spitfire(65)/21[0]-3-9 


ADVENTURE 


You create a position complete with characters, items, spells, and troops. Concentrate in arcane disciplines, 
covert activities, combative strength, pious fervor, or a little of everything. Then pick where you want to 
start in the world. While playing, you may pursue heroic quests, amass military might, gain prestige and 
glory, lay claim to titles and guilds, fight nasty beasts, collect magical items, and carve out your own niche in 
the world. Work on your own or with friends. Your options are limitless in the fantasy worlds of Odyssey! 


US Postal Play 
Llucky Llama Games 


80-Q N. Cabrillo Hwy #226-O 
Half Moon Bay, CA 94019-1667 


phone/fax: (415) 712 0283/4 


Odyssey is a textual turn-based 
moderated strategic fantasy 
game combining the best of 
heroic adventure and military 
campaigning. 


10: Gilles(3)/24[0]-33-17 

11: Vorn(59)/20[0]-8-10 

12: Tanzanite(15)/21[0]-22-14 
13: Black Martin(48)/21[2]-19-3 
14: V’roc(42)/20[2]-10-4 

15: Remus(37)/17[3]-5-2 

16: Chirrip(23)/18[0]-7-9 

17: Phoenix(65)/20[0]-6-3 
18: Draxik(77)/20[0]-6-3 

19: Obar(59)/19[1]/14-3 

20: Beldas(59)/20[0]-13-5 


Toadal Chaos - The Frog Wars 
Game #14 - Game #14 has just finished 

its fifth turn. The *Wandering Horde* has 
been left with two settlements and four units 
after being victimized by a four front alliance 
of Poudre Pool, New Omaha, Brockville, 
Green Dream, ad KRK. The *Horde* 
Dragonfly still tends to be fairly elusive to 
kill by any of the new alliance. Scorewise, 
the Green Dream is currently out in front, 
followed closely by KRK, the Poudre Pool 
and New Omaha are tied for third place as 
Brockville brings up the rear. Once the 
*Horde* has been eradicated from the game, 
it is going to be interesting to watch how the 
alliance will break up as the toad chieftains 
start choosing their enemies. This game has 
shown some impressive strategy by its 
players as each settlement has used their 
salamancers to create large numbers of 
chaotic storms. This makes navigating the 
terrain a little dicey. 


UK Postal Play 
Madhouse 


13 Marechmont Green 
Hemel Hempstead, Herts HP2 538 
phone: (0813) 616127 


Paper Mayhew 


EEE _ OE 


Game #15 - Game #15 has three players 
waiting for more to join. Detail on the 
specific setup are yet to be determined. 


HIGH POINT GAMES 
World War IV 

WORLD WAR IV ENDS! Russia 
declares victory! World War IV game #1011 
has ended after 30 turns, making it the 
longest and hardest fought game thus far. 
Steven Vaughan directed Russia’s steady 
climb from mediocrity (20th place out of 28 
countries on turn 10) to victory (1049 victory 
points to end the game). Second place went 
to Indonesia (Charles Philippi) with 766 
points; United Kingdom (Keith Caillouette) 
rounded out the top three with 607 victory 
points. Through much of the game, China 
seemed to be on course and coasting towards 
an easy victory when it succumbed to an 
attack (some would say “stab”!) and began a 
rapid spiral to oblivion. In the vacuum, 
many of its neighbors (and erstwhile friends) 
rose rapidly in the standings. Eleven other 
countries survived the war: Ecotopia (Bryan 
Gilbert), Kamchatka (Winston Miller), 
Manchuria (Clyne Fischer), Mexico (Ted 
Czyzewski), Peru (Cary Tuttle), Poland 


(Van Norton), Quebec (Charles Finger), 
Scandinavia (George Kinney), 


Venezuela 


required positions are occupied. 


PBM can offer. 


information write or call: 
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MILLER SYSTEMS WW2 
æ= CAMPAIGN < -~= 


Attention... Historical WW2 Wargamers 


Because of a fantastic unsolicited top review by TV's Future World on NY & Boston cable, 
we are happy to announce expansion of our games. Positions are available in Game #2 for all 
expanding teams save Britain, France, Spain & Turkey. All positions are available for Game 
#3. Game #2 is approaching the end of ‘40, Game #3 will commence as soon as minimal 


We have succeeded in maintaining a one month turn-over rate & have fantastic color maps. 
We have players from Finland to Japan, Our System is supported by the same people who 
brought the famous computer program "Tigers on the Prowl" by HPS. We in fact have ADC 
teams from HPS & a team of undefeated Japanese willing to try themselves out against the best 


Team incentive: join as a team of at least 3 & we give you your birthday tum free, that's 
one free turn per player every year. Be a Political Leader, General, Admiral or combination. 

Due to the dive of American currency, Registration is $30US which includes rules, relevant 
specifics as well as our famous regional color maps which are meant as permanent wall Strategy 
maps. Each position occupied is $20 per turn. Add $10 for every additional Command you 
assume. Major positions are awarded to the largest paid-up applicant teams. 

Test your metal against the best military PBMers from around the globe. 


Leigh Miller 
c\o General Delivery 
Banff, Alberta, Canada TOL OCO 
Phone (403) 678-4874 pm 


North American Mountain Standard Time 


(Daniel Kirby), Western Australia (Martin 
McCullough), and Yakutsk (Bob Rousell). 

The heaviest fighting was seen in Africa, 
with western Europe close behind. Against 
the onslaught by the Euro-Asian alliance, the 
Afro-American alliance held a line across 
Africa, fought to defend Alaska, and tried to 
maintain beachheads in Europe and Austra- 
lia. Fighting along these lines accounted for 
a huge number of battles. The African line 
broke, and the gain of Africa gave the 
winning alliance a huge resource advantage, 
presaging eventual victory. Even though the 
surviving Americans were pushed out of 
Europe and Australia (and most of South 
America, too!), they still held substantial 
areas of North America and were even able to 
counterattack and gain a foothold in Siberia. 

Congratulations to the three winners and 
all the survivors of a hard-fought war. 


LLUCKY LLAMA GAMES 
You Rule! 

Debbie Thomson wins You Rule! Anony- 
mous Game 

Our very own Debbie has won game 16 of 
You Rule!, an anonymous game. In 
anonymous You Rule! you are not told who 
your opponents are and you are only allowed 
to exchange information by means of coded 


For more 
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messages. Debbie won by playing well and 
maintaining peace with some of her 
neighbors while crushing the others one by 
one. Congratulations, Debbie, and Happy 
Birthday! 


Final Results of Game 16 (31 turns) 


Code Name Player Score Rtng Pts. 
1 Ruby Debbie Thomson 682 14.00 
2 Opal Kevin Jaekley 486 11.00 
3 Sapphire David Ondzes 403 8.00 
4 Amethyst Patrick Truman 291 6.00 


Larry Rodin and Del Wilson win You 
Rule! Partners’ Game 

Larry (Unclehairy) and Del (Slugmeister) 
have won You Rule! game 32, the first YR 
partners’ game on turn 29. This variant has 
each player sign up with a friend (or spouse) 
and play against other teams of two. Even 
Bob Thomson, the game’s designer, was not 
able to defeat Del and Larry, who are now 
one and two in the overall You Rule! ratings. 
Congratulations to Del and Larry! 


Final Results of Game 32 (29 turns) 


Code Name Player Score Rtng Pts. 
1/2 UncleHairy Larry Rodin 422 12.50 
1/2 SlugMeistr Del Wilson 400 12.50 


Bob Thomson 409 7.00 


3/4 DiaperKhan 
David Ondzes 330 7.00 


3/4 Oscar_Khan 


5/6 Venzian Curt Day 160 4.50 
5/6 Courtesan Jan Day 149 4.50 
7/8 Hannibal Dave Saville 103 2.50 
7/8 VulDragna Bob McLain 65 2.50 
9/10 Cybaka E.P. Flemyng 25 0.50 
9/10 Koshka Lorina Poland 17 0.50 


Four-way tie in You Rule! 49 

Normally, the maximum number of 
winners in a You Rule! game is either two or 
three. In game 49, however, when one of the 
players asked the moderator how many 
players could win as an alliance he was told 
“three” when the correct answer was “two”. 
This player, Rick Davis, went on to form a 
three-player alliance with David Day and 
Andy Hughes that defeated the leading single 
player in the game, JoAnna Stansby. Since 
it’s impossible to know how the game would 
have turned out had the players known the 
actual victory conditions, we decided that the 
fairest solution was to declare the four 
successful players co-winners. Congratula- 
tions to JoAnna, David, Andy and Rick! 


Final Results of Game 49 (22 turns) 
Code Name Player Score Rtng Pts. 


1-4 Kathmandu JoAnna Stansby 344 11.00 
1-4 Reckoning David Day 332 11.00 
1-4 Nightfall Andy Hughes 282 11.00 
1-4 Gottsland Rick Davis 215 11.00 
5 Irontoe George Kitchen 121 5.00 
6 Lurch Keith Symcox 68 4.00 
7 Maxx Burt Schwimmer 51 3.00 
8 Pax_Terras Sean Long 24 2.00 
9 Ironfist Scott Hammons 22 1.00 


Two new players win You Rule! 50 

Mike Firsching (Mystery) and Greg 
Roberts (CSPanthers), each playing in their 
first game of You Rule! by mail, have won 
You Rule! game 50. This victory is made 
even more impressive by the presence of 
Larry Rodin (UncleHairy), who is currently 


the highest rated You Rule! player. 
Congratulations to Mike and Greg! 

Code Name Player Score Rtng Pts. 
1/2 Mystery Mike Firsching 383 12.50 
1/2 CSPanthers Greg Roberts 150 12.50 
3 UncleHairy Larry Rodin 336 8.00 
4 Fandil Wayne Smith 102 6.00 
5 Namor Roman Noriega 42 5.00 


You Rule! head-to-head tournament in 
semi-finals 

The tournament is down to four 
experienced and talented You Rule! players. 
In one match, Bob McLain is paired up 
against Dave Saville. In the other, JoAnna 
Stansby faces Curt Day. The winners of 
these games will face each other in a final 
game to determine the grand champion of 
You Rule! head-to-head combat! 


Wayne Smith, Steve Dickson & Stewart 
Callahan YR! solo winners 


Wayne defeated his computer opponent 


in game S2 on turn 21, Steve required 19 
turns and Stewart only 14 to conquer the 
entire map. The solo variation is played on a 
13 province map against the computer. It’s 
an excellent way to become familiar with the 
You Rule! system, or practice innovative 
Strategies before trying them in a real game. 
It’s a real bargain, too - as a special offer to 
Paper Mayhem readers, an entire solo game 


of You Rule!, including rules and setup, is 
only $15.00. 


Top You Rule! ratings as of April 15, 1996 


1 Larry Rodin 49.00 
2 Del Wilson 47.00 
3 Dave Saville 37.00 
4 David Ondzes 36.00 
5 JoAnna Stansby 30.00 
6 E.P. Flemyng 28.50 
yj Glen Chip Grier 27.00 
8 Frank Lowther 22.50 
9 John LeLange 21.00 
10 Andy Hughes 19.00 


Adventurer Kings 
Eugene Luster wins Adventurer Kings 
game 280 
Gene Luster (The Undead Lord Strahd) 
has won Adventurer Kings game 280. This 
was a Super-AK game, with 22 players at the 


small part. 


At first glance, Galactic Prisoners appears to be an uncomplicated game. Itisn't. It is a game of discovery. As you learn, | 
you will see that Galactic Prisoners can be a large, complex game. Galactic Prisoners can be played at a basic level, an | 
advanced level, or any level in between. You can play at the level that you find most comfortable. i 
You are permitted to move as fast as once a week or as slowly as you like. You determine your turn lengths. All turns are 
processed on the day they are received as long as seven days have elapsed. | 
To begin, send your check for $18.00 to Grandel, Inc. to receive the rulebook, setup and 4 turns. Subsequent turns will be 
$3.25 each. Discounts can lower the cost to $2.86 per turn. Combat results are sent to attacked players free of charge. We | 
accept phoned-in turns at no additional charge. Except for two rarely used techniques, there are no additional game charges. We 
do charge a small additional fee of $.25 for a FAXed turn. Any player who recruits a new player will be given two free turns. 


Grandel, Inc., P.O. Box 4386, Wilmington, DE 


GALACTIC PRISONERS 


2440 AD - When expanding into the unknown regions of space, humans 
encountered the Nibor, a vastly superior civilization. Because of the highly 
aggressive nature of humans, peace with the Nibor was not possible. The 
Nibor were forced to destroy all humans except for a very few. 
remaining humans have been placed on a portion of a large planet. You are 
one of those select, remaining humans. 

Because of your unique personality, intelligence and leadership, the 
Nibor selected you as the captain of an All Terrain Vehicle (ATV). You have 
been given a crew of 100 humans who were your fellow prisoners. It is your 
responsibility, as the captain, to provide your crew with survival. 

Galactic Prisoners is a unique, realistic and exciting, 
moderated, open-ended, futuristic game. There are numerous avenues of 
play. Some of you will build walled forts to defend yourselves. 
build a vast labyrinth of tunnels below the planetary surface. 
establish colonies to increase production and income. 
corporations in the player-controlled stock market. 
warriors and take what they want from others by force. 
combinations of all of these. Alliances will be formed. Treaties will be made 
and broken. There will be much to explore and discover. 
aliens will share this prison with you. Those of you who survive and prosper 
will do so because of your intelligence and understanding. Luck plays only a | 


start. Asked for comment, Strahd said 
“Another world falls into the Darkness of 


Evil! The pitiful forces of good never stood 
a chance.” 


Player Leader Algnmnt Race Pts. Tax Base 
Eugene Luster Strahd Undead Dwf 90.0 432 
Gregor Bond Fu Man Chu Evil Dwf 33.6 89 
Gary Carroll Sebastian Pagan Elf 26.5 353 
Greg Reade Lightfoot Evil Elf 11.6 192 
Tim Flaherty TNSTFL Undead Orc 8.0 87 


Bruce Schabinger elected World Emperor 
in AK 285 

In an unusual finish, Bruce Schabinger 
(Ghengis) was elected World Emperor, but 
Rex Battenberg (Godzilla) finished with the 
most points in Adventurer Kings 285. 
AK285 was an Earth AK game, where 22 
players played the roles of empires from 


various eras of Earth history on a map of the 
earth. 


Player Leader Algnmnt Race Pts. Tax Base 
Rex Battenberg Godzilla Neutral Hum 53.8 317 
Mark Salisbury Hannibal Good Orc 33.2 51 


Bruce Schabinger Ghengis 
Rolando Delacruz Hadraada 
Tim Flaherty TNSTFL 


Druidic Ore 29.0 253 
Divine Elf 15.6 69 
Druidic Elf 14.0 213 


Johnathan Thornton C’thsss Pagan Elf 11.8 165 
Harry York Royal Heir 9 Good Ore 4.8 0 
Curtis Webster = Silvermane Druidic Elf 2.0 133 
Eugene Luster Drizzt Evil Dwf 1.9 0 


Robert Dehn 


Royal Heir 7 Neutral Elif 1.6 0 
Mike Jones 


Royal Heir 2 Neutral Dwf 1.0 0 


These 


computer- 


Some will 
Some will 
Some will form 
Some will become 
Some will do 


Many different 


19807-0386 
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Mack McCarney wins Adventurer Kings 
game 312 

Mack McCarney (Alfred) has won 
Adventurer Kings game 312 on turn 19. 
Alfred was elected World Emperor by a 
landslide, gathering the votes of three out of 
the four remaining players. AK312 was a 
beginner's game, a variant we run 
occasionally that includes only players who 
have never played before. 


Player Leader Algnmnt Race Pts. Tax Base 
Mack McCarney Alfred Pagan Hum 33.0 198 
Rudy Kraft Redbird Divine Elf 14.0 178 
Kelly L'Roy Mordred Neutral Dwf 8.0 45 

Owein IV Evil Dwf 0.0 27 


George Cofrin 


Mark Apolinski wins Adventurer Kings 
game 316 

Mark Apolinski (Conan) has 
Adventurer Kings game 316. Conan received 
a whopping 93% of the votes cast. The only 
votes cast for another player were cast for 
Ironhand, who himself voted for King 
Conan. It’s interesting to note that second 
place in this game went to Rudy Kraft, who 
was also second in his beginner’s game, 
AK312. 


won 


Player Leader Algnmnt Race Pts. Tax Base 

Mark Apolinski Conan Neutral Hum 41.0 125 

Rudy Kraft Redbird Divine Elf 12.0 103 

John Barone Tronhand Undead Hum 4.0 91 

Curt Day Venzian Druidic Hum 2.0 10 

Stewart Callahan Kelsian Neutral Dwf 0.0 90 
Krahlizek 


Corey Dightman-Kovak and Praymun 
Read win Krahlizek 24 

Corey (Pilsudski) and Praymun (Falcon) 
combined to win Krahlizek game 24 on turn 
17. Congratulations to Corey and Praymun! 
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MARGUERITE DIAS 
Kavernes 


You don’t know me. The name’s Felix 
Punic. I run the Lost Shop. It’s a place that 
sells what might be termed..ah...curios. I 
get by. There’s always just enough income 
to pay the rent, buy some food and get a good 
book or two read by the lamplight. The 
funny thing, though, is that I don’t make a lot 
of my money on the curios. Imagine, a shop 
that sells the ancient, the unique, but it can’t 
make a profit from the stuff. 

So where do I get my money? The 
Kavernes. You haven’t heard of it. But the 
place is a gold mine, a gold mine to me, 
anyway. No, it’s not a real gold mine, but it 
is sort of like mine. According to the legends 
I’ve found, and embellished a tad, the 
Kavernes is a subterranean kingdom. That’s 
right, tunnels and caverns and underground 
chambers. And, here’s the kicker, it’s 
supposed to hold great wealth. 

So folks come to the Lost Shop looking 
for a bargain and I sort of redirect them. I 
don’t tell everyone though. I’m picky. I look 
for those who seem to be loners. I wouldn’t 
want to affect a close-knit family. Losing a 
father or mother or a child...that wouldn’t sit 
well with me. But those who have no one, 
well, they’re likely candidates for my 
speech. 

Once I get to rambling about the 
Kavernes, I can usually make a sale. I can 
within a few seconds if it'll work. When it 
does, which is almost always, I can sell them 
all kinds of provisions...and a one-way ticket 
to John Mouldy’s Place, a farmhouse in the 
middle of nowhere, where the entrance to the 
Kavernes is supposed to exist. 
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Is the Kavernes real? I'd be the last to 
know. I’ve never seen, never will either. I 
like my humble little life in the Lost Shop. 
And can you blame me for taking advantage 
of these newcomers who seek instant wealth? 
If it wasn’t me, it’d be someone else fleecing 
them. At least I offer them hope. 


New Dawn 

Here’s a few comments overheard from 
residents in the city of Casbah... 

Cometh Zivy - Martian, law officer - 
“Everyone knows me. If they do not, then 
they better...in a hurry. I have been an 
officer for the Mayor for a long time. Over 
thirty years. Not many can say that. Not 
many that are still alive, anyway. And what 
keeps me here? Anger. Probably more sheer 
meanness, though. I hate most people. They 
stand in my way and it irritates me. Being the 
law allows me to legitimately bust heads. 
And can you believe I get paid for it? 
Wonder never cease” 

Vilhelm Dagrassi - Raght, merchant - 
“Tis true. Why would I make it up? I was 
invited to that particular party by an associate 
of Thoth’s. I had never been in his Dome 
before, although I had heard all about it. The 
place is huge. The amazing part is that much 
of Thoth’s Dome is below the ground. While 
others were distracted by a troubadour’s 
performance, I slipped below and found the 
room. I swear it is true! There, stacked like 
statues, were bodies, covered in something 
cold that looked like frost. I was afraid to 
touch them, especially after the blue light 
above them began to pulse. I left in a hurry. 
I do not know what that crazy wizard has 
done this time. But do not tell anyone!” 
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Morganna Firestone - Amazon, body- 
guard - “Casbah makes me uncomfortable. 
People always coming and going. Tis the 
city for you. Still, it does provide be with 
plenty of prospects. I was last employed by 
an official who was concerned about threats 
being made against her. I thought she was 
overreacting. And she was. But the money 
was easy. I made fifty gold a day. That is 
why I am currently relaxing here by the 
Nipalm River. Would you mind stepping to 
the side, you are blocking my sun?” 


Cyberfringe 
Hacker Tom on the Net: 

“I know a lot of people who don’t go 
outside anymore. They don’t see any reason 
to leave their compound. The real world’s a 
polluted place. If you want to see anything 
pretty you have to pay what seems like a 
zillion credits for it and then there’s the 
hassle of getting clearance and permissions 
and all the other official gobble-gobble. 
Instead for many people, myself included, 
it’s more satisfying to jack into the Net, 
especially now that there are better hooks and 
optfibers you can buy to make the journey 
smoother. The Net is life. You can live 
there, party there, work there and scheme 
there. The scheming is best. Hackers 
against the corps...and everybody else. Of 
course, nobody really succeeds in crossing 
the BCPU. You don’t understand the phrase 
BCPU? It means Big Computer Processing 
Unit. In the old days they might have called 
it Big Brother. How quaint. Now it’s BCPU. 

And you better not let BCPU find you doing 
something bad, or something bad will happen 
to you. End of lesson for the day. I’ve got to 
jack back in, my brain’s beginning to itch.” 


PRIME TIME SIMULATIONS 
World Conquest 

Game 173: Worms! Scorpions! Wrecked 
Fighters & Fighter/Bombers! Blood & sand! 
A well worn STEVE MCKINZIE survived to 
take his first WORLD CONQUEST win and 
479 Victory Points. Tony ‘The Legend’ 
Sagona was a close second, but Michael 
Krumper (with whom Tony had fought a 
game long battle) gave ground grudgingly 
and deprived Tony of his 9th Victory. 
STEVE came at his opponents with RTRs 
full of Air/Striking Airbases. It only took 2 
years, but patience won out. 

Game 204: After one of the longest 
stalemated games in WORLD CONQUEST 
history JOHN KNIGHT, on turn 58, broke 
through and killed his weaker neighbors to 
capture his first WC win and 202 Victory 
Points. With Mark Adams and Chris Kanute 
holding 9 cities each; Fred Edwards and 
Richard Fullmer holding 8 cities each; and 
Rich Geith and Steve Vierra holding 7 cities 
each, this game could have gone on forever. 
Congratulations to everyone on an extremely 


hard fought and balanced game. 

Game 220: It looked like the game was 
about to end, so BRETT MARCOTTE took 
the bulls by the horns, attacked the game 
leaders and came away with his FIRST 
WORLD CONQUEST win, worth 208 
Victory Points. What a difference 3 turns can 
make! It should also be noted that this was 
BRETT’s 6th game. He had been 2nd or 3rd 
in other games, but in Game 220 his 
experience and persistence paid big divi- 
dends. 

Game 226: CHARLES HUGHES got the 
perfect Christmas present! His second 
WORLD CONQUEST victory worth 188 
Victory Points. Whatta ya mean the games 
over! I was just starting to have fun! That was 
the response of many players when the EOG 
sounded. WC can be such a cruel game! 
That’s why we love it. 

Game 231: Congratulations to pH, 
BRAD FROEHLICH on his Ist WC victory! 
Brad managed the end game in an impressive 
manner, picking up 228 VP’s. He outwitted 
his neighbors to take their cities while 
keeping several attacking players at bay! We 
expect to see BRAD in the Victory Circle 
again! 

Game 234: WOW! This game went right 
down to the wire with SID BRUMFIELD 
edging out Sal DeRosa for the victory. This 
was Sid’s first WORLD CONQUEST win and 
was worth 186 Victory Points. In the end, 
SID stood off assaults from all sides while 
stealing a 13th city. Congratulations to all for 
a fine game. 

Game 236: CHRIS KANUTE (4th Win) 
and LARRY OGILBEE won this close fought 
team game, and split 220 Victory Points. 
Every Team deserves special mention. Tom 
Moor and Brian Charn were a close second 
with 19 cities. The father/son team of David 
& Steve Shearer were 3rd with 15 cities in 
their first WORLD CONQUEST game. 
Finally Henry Ramon/Robert Sabba, Mike 
Karns, and Tom Pope kept on fighting even 
though they knew they couldn't win and had 
partners killed off. This is the kind of 
fighting spirit that makes winning a WORLD 
CONQUEST game so challenging. 

Game 237: Talk about a quick turn of 
fortune. On turn 36, Rick Willeford 
triggered the END OF GAME warning with 
12 cities. Nobody else had more than 9. Turn 
37 he only had 9 cities and turn 41 (Games 
end) he only had 6. On turn 40 MARK 
PEIFFER triggered another EOG. He held 
on for his second victory and 135 Victory 
Points. Just to complicate things Charles 
Hughes took his 12th city on the last turn. 
MARK & Charles took on the game leader 
and came out on top. This was one great 

competitive game. 


SINBAD’S GAMES 
Conflict 2000 

Conflict 2000 (C2K) , our sixteen player 
combat game with modern units, was 
designed for early conflict between players 
and a guaranteed length of not more than 40 
turns. Two games are in progress and we are 
filling a third. Turns run every two weeks. 

Game #1 has completed fifteen turns and 
eliminated two positions. Three others have 
lost their capitals (their major resource 
center) and two others have nothing left but 
their capital. Nine countries have no oil 
resources. This pretty well eliminates over 
half the field, unless there are some skillful 
alliance shifts. 

On turn 11, Canada broke out of the pack, 
capturing a record six sectors in one turn! 
His closest rival is Algeria, who lost a sector 
to Iran and another to Germany but expanded 
at Finland’s expense. Iran was in third place 
but lost ground to an Indian counterattack. 
There was almost no activity in Africa and 
none in Asia. 

Turn 12 saw only eight sectors change 
hands, but failed attacks and sea battles don’t 
appear in the news. In the Americas, there 
was only a oil field captured by Argentina 
from Brazil. In Europe, Germany retook an 
oil field from Finland and pushed up the 
Baltic coast. The main action was in Africa 
and the Middle East. Iran had five sectors 
ripped away., including an oil field and his 
capital. The losses were an apparent 
response to recent Iranian aggression; India 
pushed him from the east, Algeria pushed 
from the west, and China carried out an 
amphibious assault on Iran’s African 
territories. 

Turn 13 saw 19 sectors change hands, 
about 15% of the board. The positions of 
Finland and Peru collapsed abruptly. 
Algeria and Germany reduced Finland while 
Canada and Argentina divided Peru. Canada 
remains in first place but Algeria is closing. 
China is in third place after capturing two of 
Iran’s oil fields. China and Australia are 
close behind. Germany, Argentina and 
Brazil still have respectable empires. 

Turn 14 saw a flareup in Africa and the 
Middle East. Germany knifed into Indian 
territory and took two oil fields, Australia 
established a toehold on Madagascar. 
Algeria counterattacked in Central Africa 
and took two oil fields from China and 
Egypt. China countered by taking the Suez 
Canal. Canada gained even more resources 
by capturing Peru’s capital. Large naval 
battles were reported off the coast of Brazil. 

Turn 15 saw an attack on Brazil’s capital 
fail. Major fighting remains in Africa and 
the Middle East. There was a major nave 
battle south of Madagascar. India recovered 
an oil field from Germany. Algeria reteo 
the Suez Canal, but china’s reinfercemens 
took it back and China retook 
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African oil field. Canada remains the leader, 
followed by Algeria. Australia and India are 
now tied for size, though Australia controls 
more oil. 

Game #2 added a little more complexity 
by bringing in Submarines, Airbases and 
Special Forces. The game has been 
exceptionally bloody. On Turn 4 only seven 
sectors changed hands but there were many 
failed attacks. Canada became the leader by 
invading both Greenland and New Zealand 
while cooperating with Mexico in a double 
attack on the US capital that saw it fall to 
Mexico. China and India swapped oil fields. 
Finland is in a seesaw battle with Germany. 
Iran and China are tied for third place. Only 
six unclaimed sectors remain on the board. 

Turn 5 saw ten sectors change hands. In 
a surprise move, Russia captured an oil field 
from Mexico in the area just above the 
Panama Canal. Canada completed the 
takeover of New Zealand and captures the 
last sector belonging to the US, eliminating 
that position. Australia consolidated its 
territory. China took sectors from India, 
including its capital. India is seriously 
reduced in resources. Canada remains the 
lead, followed by resurging China. 

After Turn 5, three of the leading players 
(operating as a team) withdrew because they 
felt combat results were not predictable 


enough. The remaining players voted to 
begin a new game with randomized positions 
rather than fill existing positions with 
standby players. The first turn for Game 3 
has been send out. It remains to be seen 
whether the opening moves will be more 
cautious than they were in Game 2. 

We are filling Game 4 of Conflict 2000. 
The revised rulebook for Coup D’Etat has 
been completed and we hope to fill this 
thirty-player massive game soon. 


SUDDEN ASYLUM 
SpyKor 

Game 9 has finally wrapped up after 
seeing ignominious defeats of veteran Kors 
Auric Enterprises and the Undead Syndicate. 
Seems the world just wasn’t ready for 
futuristic entrepreneurs and vampire 
mafiosos. What the world REALLY wanted 
was domination by cartoon characters. And 
that’s exactly what it got as Caricatures, 
Inc., expertly headed by a ruthless Rich 
Mundy, totally devastated all remaining 
competition, including the rival cartoon 
entity, TT Corp. Babs and Buster Bunny 
were truly manhandled in this one. 
Capitalizing on the early mistakes of others, 
Caricatures raided its enemies’ left-overs 
like the cartoon carrion bird that it was, and 
devoured the rest of the competition as if they 


were week-old coyotes smashed up against 
painted faux-caves on the side of a mountain. 

Game 11 has just completed turn 6 and is 
easily the most entertaining (and even) game 
yetrun. The interaction between the players 


is priceless. Longdive Orbital, makers of 
fine....well...no one knows exactly what 
they make, but it involves things in outer 
space made of really expensive plastics and 
all....taking on Circus Maximus, a bunch of 
neo-Romans headed by Rich Mundy from 
Game 9 fame. Eric Carver of Longdive and 
Mundy are busy beating each other to bloody 
pulps with momentum swinging back and 
forth from turn to turn. Meanwhile, Burns 
Power is harnessing the citizens of 
Springfield in an all-out assault on Oz. 
Meanwhile, Accipiter (the hordes of Hell 
bring you the best in Communications 
software!), Kondor (yes, only an extinct race 
of bird people could bring you importing 
products like THIS), and SimTrack Korp 
(we’ve monopolized the roads, we’ve 
monopolized the bridges, we’ve monopo- 
lized the rails, we won’t talk to anyone!) 
battle it out as prospective allies of the main 
powers. And then there’s Macrohard (we’re 
condescending and we know it! So what?) 
quietly sucking up land and power while no 
one seems to care. This one is WAY too 


close to call. 


QUEST OF THE GREAT JEWELS 


In Quest of the Great Jewels, choose to be one of four races: 


“DOUBLE WHAMMY” 
“CLOAK OF DARKNESS” 


“ZOMBIE MASTER" ---------- 


The Azoni, builders of great citadels; the Quntag, rulers of vast 
empires; the Rilris, hoarders of great wealth, or the Slenth, 
destroyers and ravagers of the land. Begin as the ruler of a 
single province and send your armies out to fulfill your race’s 
destiny. Quest is a fantasy wargame combining elements of 
strategy and tactics with a healthy dose of magic. Over 90 
magical talismans abound in the game, each granting its owner 
the ability to bend the rules in some way. 


A sampling of the magical talismans: 


allows an army two attacks per 


tum 
-- renders an army invisible until 


it attacks! 
adds 25%-50% of enemy troops 


killed to your army! 


* * WINNER -- BEST FANTASY PLAY-BY-MAIL GAME -- ORIGINS 1985 & 1986 * * 


Send $15 for the starter package which includes the rules, setup information, and the first three 
turns. Turn fees are $5.00, $4.50 if submitted by EMAIL. Contact: 
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Flying Dutchman Games 
P.O. Box 957434 
Hoffman Estates, IL 60195 
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AS OF 5/18/96 


The PBM Game ratings are ratings on the service of PBM games sent to us by readers and other PBM gamers. The games are rated on a scale } 
of 1 to 9 with 1 being the lowest and 9 being the highest ratings. Games that are listed have a minimum of 10 responses. Things to consider when 


rating the games are playability, design, ease of understanding the rules, and ease of understanding the game printouts. Only rate the games that 


you are currently playing. You can update your rating periodically, just send in another rating sheet and we will update your rating file. 


GAME 


COMPANY 


RATING RESPONSES 
1 Swords of Pelarn (Legends) Midnight Games 8.375 16 \ 
2 Victory! Rolling Thunder Games, Inc. 8.267 30 f 
3 Conquest Brass Dragon Games 8.143 14 
4 Atlantrix Battle-Magic Gaming 7.969 16 \ 
5 Modern World Conquest Prime Time Simulations 7.818 11 
6 CTF 2187 Advanced Gaming Enterprises 7.778 36 
7 Forgotten Realms Reality Simulations, Inc. 7.727 11 
8 World Conquest Prime Time Simulations 7.724 29 
9 North Island Campaign (Legends) Midnight Games 7.706 17 
10 Adventurer Kings Llucky Llama Games 7.705 20 
11 Centurion Fantasy Workshop 7.673 11 
12 World War IV Rolling Thunder Games, Inc. 7.667 12 
13 Adventurers Guild Entertainment Plus More, Inc. 7.600 35 
14 Star Fleet Warlords Agents of Gaming 7.429 14 
15 World War IV JFH Games 7.333 18 
16 Dark Domain (Legends) Midnight Games 7.314 42 
17 Middle-Earth PBM,1650 Game Systems Inc 7.310 42 
18 El Mythico Graaf Simulations 7.267 15 
19 Smuggler's Run Distant Vistas 7.214 14 
20 World War IV High Point Games 7.200 10 
21 Kavernes Marguerite Dias 7.167 15 
22 Into Infinity Battle-Magic Gaming 7.083 12 
23 New Dawn Marguerite Dias 7.000 10 
24 Traveller PBM Eclipse Entertainment 6.992 25 | 
25 Starweb Flying Buffalo Inc 6.944 18 
26 Galactic Prisoners Grandel Inc 6.895 19 
27 Lords of Destiny Maelstrom Games 6.737 19 
28 Middle-Earth PBM,2950 Game Systems Inc 6.708 24 
29 Supernova II Rolling Thunder Games, Inc. 6.700 10 
30 Quest/Great Jewels Flying Dutchman Games 6.650 10 
31 Alamaze Pegasus Productions 6.375 24 
32 Hyborian War Reality Simulations Inc 6.353 34 
33 Krahlizek Llucky Llama Games 6.250 12 
34 Epic Midnight Games 6.167 12 
35 Riftlords Flying Buffalo, Inc. 6.000 13 
36 Duelmasters Reality Simulations Inc 5.790 LS; 
37 Illuminati Flying Buffalo Inc 5.786 14 
38 Heroic Fantasy Flying Buffalo Inc 5.500 14 
39 Quest Adventures By Mail 5.308 26 
40 Suzerainty 7th Dimension Gaming 4.818 Ll 
41 Out Time Days Twin Engine Gaming 4.682 Ll 
42 Monster Island Adventures By Mail 4.529 1 


Paper Maybew 


RETURN TO WORLD CONQUEST 


Once upon a time there was a great 
military leader named The Wizard. The 
Wizard had caused death and destruction in 
many PBM games. As the Wizard looked 
upon his crushed armies and sunken navies 
tears welled up in his eyes. Oh the dream of 
global domination is passed. The enemy 
approaches from the east to crush the 
Wizard. All is lost!!! 

Most of the time in those fine pages of 
Paper Mayhem we read great conquests. Not 
to often do we hear of the defeats, or head 
bashing one receives in some games. 

Well, I’ve had many moments of glory 
but a Jot of bitter defeats. That’s what makes 
the PBM hobby so fun. Now a certain game 
comes to mind where I’ve reached nothing 
but bitter defeats time after time. The game 
is called World Conquest and it is a popular 
wargame with WWII type units. 

I have played several of these closed 
ended games and it always feels like I’ve 
gotten run over by an 18 wheeler. So to say 
it was painful is the least. A lot of times 
when a player plays a game and doesn’t do 

good they will drop the game or look for 
other games to play. 


Spiral Arm II 
Realms of Fantasy 


Gameplan 
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By George Cameron 


World Conquest is a medium complex 
game so any new PBM players might want to 
try out their free demo game to get the basics 
down. Now for the old war hardened gamers 
out there I would suggest bringing a long 
some toothpicks. World Conquest is a very 
deadly game where only one person can win. 
Each game has a different map so each game 
is totally different. 

Years ago I played several games of 
World Conquest and I got my brains pushed 
back pretty good. I made a lot of mistakes 
(who me?), but I still enjoyed the game a lot. 
I did manage to live through an entire game. 
So I decided to give the game a break for 
awhile. 

Well after awhile, I kept thinking boy, 
World Conquest sure was fun. So I started 
another one with the intentions of winning! 
Well I’m doing pretty good and have more 
cities than I have had before in any other 
game of World Conquest that I’ve played. 
The anticipation of each turn is great. I know 
all about the game, but I wonder if I am 
making the right choices. Only time will tell 


though. 
There is an advanced version of World 


Medieval, Modern, Future, or Fantasy... 


Graaf Simulations has offered a wide range of fine postal games since 1982 
Winner of the PBM Players Guild 1991 Consumers Choice Award as Favorite Gamesmaster 


Feudal Lords Il ..... A medieval game of warfare, politics, and economic development. Rules $3. 
Continental Rails ... American rail tycoons compete for wealth and fame in the 1800's. Rules $3. 
...... A Strategic space exploration and conquest game for 50 players. Rules $3. 
Kingdom ........ . An open ended fantasy game of exploration and conquest. Rules $2. 
. Wizards vie to rule the land with varied troops and potent spells. $3 
El Mythico........ Guerrilla war in Central America. 56 page rules and color map $10. 
.... American pro football league. Free rules, free sample turn! 


Entry fee for any game game is $15 for setup and 1 to 4 free turns, depending on game. 
We recommend that you read the rules before you sign up for any game. 
No risk: if you decide not to play, return the rules for a full refund. 


Write or call for a free brochure describing these games and a complete game price list. 


Graaf Simulations 
P.O. Box 96 
St. Clair Shores, MI 48080 


Phone: 810-296-9634 Fax 810-293-5191 
Visa and Mastercard accepted 


Conquest called Modern World Conquest. It 
has nukes and tactical warheads to say the 
least. This is a very bloody game. Prime 
Time Simulations offers several different 
versions of each game to fit the tastes of 
different gamers. 

I’ve seen the company go through several 
changes of ownership but the current owner, 
Bill Rapp, has done wonders with the game 
and is dedicated to the players. He has an 
excellent crew and turns are run on time. 

I would and do personally recommend the 
game. World Conquest has been around the 
hobby for a long, long time and will soon 
start its 300th game! So that speaks for itself. 

My only tip for the game is if at first you 
don’t succeed, then try itagain. You may get 
more information by contacting: 


Prime Time Simulations 
PO Box 650 
Pinole, CA 94564-0650 


So you thought World War III was bad, did 


Nuclear Attack Subs, Guided Missile Frigates—even 
you? Well, now you can start 


Ae, Hovercraft, Ballistic Missile Subs and Aegis Frigates 
are in there. Thermonuclear weaponry ranges from 


tiny 1 Kiloton nukes through a variety of tactical 
and strategic warheads including neutron bombs 
and powerful 10, 50 and even 100 Megaton city- 
smashing blockbusters. Fixed installations include 
Air Bases. Fortifications, Surface-to-Air Missile 


Bases, Anti-Ballistic Missile batteries and more. 
You can even launch Spy Satellites, Killer Sats, 


Missile Platforms capable of dropping nuclear 
bombs anywhere in the world and even orbiting 
Hypervelocity Rail Guns that can pick off enemy 
orbital units! There are many, many other units 


not mentioned here.....you just have to check this 
game out—and since you can get the rules for 
FREE, what's stopping you? 
\ AS MS ES 2 / 


124 different types of military units 
Dozens of military and espionage missions 
Combined arms 
100% computer moderated 
40 players per game 
Submit turns electronically or via postal service 
Free front-end program for email turn submission 
Huge 33" x 17" world map 
Turns don't take long to fill out 
Lots of depth but very easy to play 


Oh, you want more? We offer FREE fax service, a 
AAAAA FREE bulletin board to submit your turms on, a 


FREE telephone hotline and FREE support on 
Economic warfare, foreign aid, nuclear warfare, commercial services such as America Online and 


technological development. national security, CompuServe. You can download FREE rules, a 
espionage, alliances, diplomacy—WW IV has it all! FREE sample printout and the FREE player- 
If you've ever wanted to try your hand at full-scale, assistance front-end program from our Thunder 
global thermonuclear warfare, this is your chance! Bulletin Board Service maintained in our offices. It 


doesn't get much better than that! 


Build everything from World War Il-era Field 
Artillery units to Air Cavalry, Attack Helicopters, 


Full Setup (rules, maps & setup) $8.00 
Special Forces, Airmobile Engineers and even Rules & Maps $4.00 
Cybernetic Infantry. Mechanized units run from Rules FREE by email 
the lowly Horse Cavalry to Motorized Infantry, Turns $6.00 by regular mail 
Heavy Tanks, Self-Propelled Artillery, Mobile Rocket Turns only $4.75 by email — ae 
Launchers, Hovertanks and even Mobile Strategic Z 


Ballistic Missile launchers capable of throwing 1 
Megaton nuclear warheads! Antisubmarine 
Warfare Planes, Jet Fighters, Stealth Bombers and 
even Gunship Cargo Planes! PT Boats, Destroyers, 
Cruisers, Battleships, Aircraft & Helicopter Carriers, 


World War IV—rated the #1 strategic wargame by 
the readers of both Paper Mayhem and Flagship 
es! See what you've been missing out on! _ 


Rolling Thunder Games, Inc. 


I want the Full Setup! I've enclosed a check for 


$ 8.00. 
P.O. Box 1240 Send me the Rules & Map! I've enclosed a check for | 
Broomfield, CO 80038-1240 $ 4.00. | 


= (303) 466-8600 (Voice / FAX) % 
® (303) 466-8681 (Thunder BBS) © 
CompuServe: 71370,2707 
America Online: RTGames 
Internet: RTGames@aol.com 


FREE - Send me the rules on computer disk! I have a 
[MAC or PC } computer. 
FREE - Send me an information package! 


Name: 


Set modem to 8-N-1 when calling the BBS. 


Address: 
We have two lines and can support most modems. 


City, State, ZIP: 
Have a question? Call us !! 
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CONVENTIONS 


DRAGON*CON ‘96-June 20-23, 1996 
Located at the Atlanta Hilton and Towers, 
Westin Peachtree Plaza Hotel and Atlantic 
Civic Center, Atlanta, GA. Over 250 attend- 
ing guests, Science Fiction, Fantasy, Com- 
ics, Gaming and Film Related Panels, Semi- 
nars, Demonstrations and Workshops over 
all four days, the largest and most diversified 
Dealer's Room in the South, Free Autograph 
Sessions, spectacular Costume Contest, Live 
Music and Late Night Dances, Art Show and 
Print Shop, Medieval Combat Demonstra- 
tions, Writers and Illustrators Workshops, 
Amateur Video Workshop and Contest, 24 
Hour Video Rooms and Japanese Animation 
Rooms, Film and Television Previews, Tour- 
nament Gaming and Live Role-Playing Events, 
Robot Battles and Consignment and Charity 
Auctions. Pre-Registration: Memberships 
will be available at the convention for $60. 
Children age six and under admitted free of 
charge; professional babysitting provided with 
paid membership for child. Special Family 
and Club Discounts are also available. One 


day passes will be available at the convention. 
For info: call our 24 hour info/fax line at 
(770) 925-2813 or call the Dragon*Con of- 
fice at (770) 925-0115 or e-mail to 


Captain’s War 
The new PBM game of space Captains, 
Pirates, Navies 


Start as the captain of a small spaceship, Buy 
and Sell resources, Gather information, 
Trade in Colony stock, mine Asteroids or 
Gas Giants, OR Engage in Piracy, Colony 
Raids, or other acts of WAR. Earn money to 
buy larger or more ships, or modify your 
ship to carry fighters. ` Join one of Five 
national Navies and Engage the Enemy 


* over 70 different orders 
* 100% computer moderated 
* up to 6 ships per player 
* and 26 orders per ship 
* 9 officers that increase in rank 
with experience 
* special standing orders to control 
ships in combat 
* player actions affect relations 
between 5 nations 

YOU COULD CAUSE WAR OR INSURE 

PEACE 
rules, set-up, and first 2 turns are only $6 
make checks payable to Jason Lee Poultney 


additional turns $3 to $8 
Norman Conquest Games 
c/o Jason Lee Poultney 


P.O. Box 1064 
Gardner MA 01440 


>>Ask about the Battle of Gettysburg<< 
>>And the PBM Game Constructor<< 
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dragoncon@dragoncon.org or link to 
http:\\www.dscga.com\~dragoncon. You 
can register by mail at Dragon*Con '96, 
P.O. Box 47696, Atlanta, GA 30362-0696 or 
charge your four day membership using Visa, 
MC or AMEX by calling Ticketmaster at 
(404) 249-6400 through June 20, 1996. 


S.T.A.R.S. '96 - June 19-20, 1996 

Located at the Atlanta Hilton and Towers, 
Atlanta, GA. The Southeast Trade and Re- 
tailer Symposium, a free two day workshop 
for science fiction book, comics and game 
retailers, sponsored by Dragon*Con. Speak- 
ers to be announced. For info call the 
Dragon*Con office at (770) 925 0115 or 
write to us at S.T.A.R.S. '96, P.O. Box 
47696, Atlanta, GA 30362-0696. 


CONMAN IV "96" - June 28-30, 1996 

Will be held at the Holiday Inn at the 
Center of NH Convention Center in Manches- 
ter, NH. Our schedule of events include 
board games, card games, live roleplaying 
games, roleplaying games and miniature 
games. Registration at the door will be 
$23.00 for the weekend. Preregistration for 
the weekend is $18.00. 

For more information or a preregistration 
package, contact Conman Gaming Conven- 
tion, PO Box 842, Manchester, NH 03105, or 
call (603) 644-0437. 


MICHICON GAMEFEST 96 
June 28-30, 1996 

Located at the Van Dyke Park Hotel & 
Conference Center, Warren MI. Over 200 
tournaments, miniatures, railroad games, 
strategy games, role playing games, family 
boardgames, computer games, military simu- 
lations, sports games, collectable card games, 
play-by mail games plus a whole lot more. 
Registration: weekend $22.00, 1 day $12.00 
at the door. 

For further information write to: Metro 
Detroit Gamers, MichiCon 96, P.O. Box 
656, Wyandotte, MI 48182. 


ORIGINS '96 - July 4-7, 1996 

Located at the Greater Columbus Con- 
vention Center and attached to the Hyatt 
Hotel in Columbus, OH, Origins will con- 
tinue it's tradition of being the largest pure 
gaming convention in North America and the 
flagship convention of the gaming industry. 
With over 1000 events, including Magic: The 
Gathering National Championship and other 
CCG Tournaments, a M:TG Pro Tour Tour- 
nament, role-playing events (including first- 
run RPGA Living City and other events), 
boardgames, miniatures, an auction and more. 
Guests of Honor are Richard Garfield, Phil & 


Kaja Foglio, Douglas Niles, Jeff Grubb, Kate 
Novak and Frank Chadwick. Pre-reg week- 
end badge price is $34.95. Daily and visitor 
passes are available. For your free 96 page 
pre-reg book, contact Andon Unlimited, Ori- 
gins '96, P.O. Box 1740, Renton, WA 98017- 
1740. E-mail: Andon@aol.com. 


INCONJUNCTION XVI - July 5-7, 1996 

Will be at the Indianapolis Marriott Ho- 
tel, Indianapolis, IN. Guests are: Author 
GOH, Richard A. Knaak; Artist GOH, Ray 
Van Tilburg; Toastmaster Dr. Arlan Andrews 
St.. Other guests include Michael Kube- 
McDowell and First Fanoms' Midwest Re- 
union. Registration is $20 until June 1st and 
$25 thereafter and at the door. Rooms are $67 
- single, double, triple, quad. For informa- 
tion write: Inconjunction XVI, P.O. Box 
19776, Indianapolis, IN 46219. 


MAGE CON SOUTH XI 
August 30 - September 1 
At the Hilton Hotel in Sioux City IA. 
We have card games, roleplaying games, 
miniature painting contest, auction, war games 
and much more. 
For more information write to Mage Con 
South, PO Box 114, Sioux City, IA 51250. 


GATEWAY 16: 8/30/96-9/2/96 at the 
L.A. Airport Wyndham Hotel*. 

ORCCON 20: 2/14/97-2/17/97 at the 
L.A. Wyndham Hotel*. 

*Formerly the LAX Hyatt Hotel. 

“All types of family, strategy and adven- 
ture board, collectable card games, role- 
playing, miniature and computer gaming. 
Bargains at the Flea Markets, Auction, and 
Exhibitor area. Also seminars, demonstra- 
tions, and special guests. Contact 
STRATEGICON, 333 N. San Fernando Blvd., 
Burbank, CA 91502 or call (818)848-1748 for 
more and immediate details.” 


VISIONS '96 
November 29 - December 1, 1996 

Invited Guests: Doctor Who, Colin Baker, 
Lalla Ward, Philip Segal; Babylon 5, Claudia 
Christian, Jerry Doyle; Blakes Seven, Michael 
Keating, Stephen Greif; Forever Knight, 
Geraint Wyn Davies; Red Dwarf, Chris Barrie, 
Craig Charles. 

Art Show, autographs, video room, pro & 
fan dealers rooms, charity auction, fan caba- 
ret, celebrity luncheon, anime video room, 
celebrity variety show, costume contest, fan 
panels, photographs, contributors, props dis- 
plays, and so much more! 

For more information write to: HME. 
P.O. Box 1202, Highland Park, IL 60035- 
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Chird e, circa 1650 


‘Onc Ring to Rule them all One Ring to find then, One Ring to bring them all, and in the Darkness bind them! 


of the Ring a JAR. 
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Full Registration .................cccscseeeeeeeeeeees 
(Includes: Rulebook, 3’ x 2’ Full Color Map, First Two 
Turns FREE! & 3 Month Subscription to GSI's Newsletter.) 


Turn Fee (2 & 3 week games available) ...cseaseecesennnes $6.50 
Rulebook Alone will apply toward registration)........ $5.00 


Full Color Map (Add $2.00 for mailing in tube) sses... $8.00 | L 
CREDIT CARDS ACCEPTED | 


= oe m. 


PO Box 160129 Miami, FL 33116-0129 (305) ELE 5559 


Produced in agreement with Iron Crown Enterprises, Inc., Charlottesville, Virginia, the exclusive holder of the world wide 
Fantasy Role Playing Game and Adult Boardgame license based on J.R.R. Tolkien's THE HOBBIT® ME-PBM™ is a 
trademan k property of Tolkien Enterprises, a division of Elan Merchandising Inc., Berkeley, CA; no unauthorized use 
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What is play by mail? This is a game with hundreds of players, where we (Flying Buffalo Inc) act as the referee. 

| Every two weeks you decide what to do with your move, and mail, fax, phone, or modem your instructions to 

` us. We type everyone’s orders into our computer, and the computer figures out what happened (making sure 

| no one made any illegal moves). Then it makes an individual printout for each player, showing you only what 

| you can see of the game. We mail this to you, and you use this information to do your next move. The object 

| ay in Rift Lords is to make more money than the other players. If you do well, your name will be immortalized in 

| dapur newsletter, and you may even have an opportunity to name a planet. 

f es 

ie Why do we do this? We make our living refereeing or moderating this game and other multi-player, hidden 

is movement, play-by-mail games. So naturally there is a fee. But to get you to try it out, we are offering the first 
three moves conipletely free, with no obligation. (Except if you decide not to play after trying it out, we would 
appreciate your letting us know.) If you like the game and want to continue playing, it only costs $4 a turn 
(about $8 a month) for up to three ships. (You can have mors or a higher fee.) Any number of people 
can play. Get all your friends to join. | | us tf addresses, we’ll mail them a free copy of 
these rules. To start in the gars, iosi < ‘ 2 s$ e names you would like to use for 
your three ships. (Ahem: no olscenicies or pròfanity please, This ez ted “G” for audiences of all ages!) 
We get you into the game wh). : two-wee l -v if you like you can ask for the game 

that has a move a week (if yo dr iri vos in) cr the game that has a move a month if 


you think you might have troi m ‘ 12 (lf you sign up and don’t have your own 


copy of the rules, be sure to 1: 


e sh 


Send to: Flying , ocottsdale, AZ 85252 
Phone: ©): »: 2994-1170 
Compuserve: 7. GL FBINC. GEnie: FBI 


dium Books, Inc. Rifts(r) Is a trademark registered by 


Riftlords is not associated in any way with 2i 
wiltten permission from Kevin Siembieda. 


Kevin Siembieda, and shall not be used without exp 


